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Gateway Program 

Convents Many 
Data Formats 


Dati/draphicL 


Nat Ummm 


IF YOU NEED input screens that duplicate hard-copy forms, 

IF YOU NEED typical features like sort, undo, find, change, calculate, 
inquire, tally, renumber, ditto, browse, table look-up, 
IF YOU NEED customized HELP screens, 

IF YOU NEED spreadsheet and form styled viewing screens, 

IF YOU NEED variety in defining input fields because how and where 
they are located is important, 

IF YOU NEED structure changes AFTER getting started, 

IF YOU NEED powerful report, form and screen printing with output to 
the printer, screen or file, 

IF YOU NEED to display or “slide-show” graphic images, 
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IF YOU NEED to read AND write text files, 

IF YOU NEED to input data like a word or data processor, 

IF YOU NEED to change or translate the program’s text, 

IF YOU NEED to manipulate columns/records/boxs with a mouse. 
IF YOU NEED to share data with other programs or processors, 




PLUS 


IF YOU NEED a committed supplier and a time tested product with 
over 6 months of “beta” testing, 

IF YOU NEED a way to share profits with the same supplier, 


AND 


you don’t want to program 


YOU’LL WANT 


a serious product; in fact, it is one of the most versatile and 


INFORMER II! 


dare I say it - powerful databases available for the Atari ST. 


David Ahi, ATARI Explorer, June 1988 
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Contact Your Dealer 


ORDER NOW 

(LIMITED INTRODUCTORY OFFER) 


Soft-JAzuare 


Phone - Fax - Mail 


INFORMER II 


*50 SUPPORT 


B” North Euclid Ave. 


Credit Card Orders 


Shipping & Handling 


Upland, CA 91786 


Include 


Calif. Residents Add Sales Tax *3°° 


Card No., Expiration Date 


Write/Call For Information on “FAREWARE” Profit Sharing 


3 Disk System with Manual - Not copy protected - site license available. Orders shipped 24 hrs. Dealer inquires welcome. ATARI is a register TM of Atari Corp. 

























































































pc-ditto II 


By Avant-Garde Systems 


IBM PS/2 30 


Norton SI Rating 



IBM JCL COMPATIBLE I 

IBMAI PERFORMANCE ! 

ATARI ST PRICE 


$299.95 


Now! Run the most popular IBM software on your Atari ST... 

1 


See pc-ditto il at your local Atari dealer or write for free 
information. 


Yes. Please send me more information! 

Avant-Garde Systems, 381 Pablo Point Drive 
Jacksonville, Florida 32225 

Name_ 

Address_ 

City_St_Zip_ 
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MULTI GAME PACKS - MANY GAMES ONE LOW PRICE 

EACH PACKAGE CONTAINS COMPLETE VERSIONS OF INDICATED GAMES 


FIVE STAR 29.95 

Arcade Force4 29.95 

ACTION ST 29.95 

Precious Metal 34.95 

RAMPAGE - CRAZY CARS 
ENDURO RACER - WIZBALL 
BARBARIAN(Ultimate Warrior) 

GAUNTLET - ROAD RUNNER 
METROCROSS 

INDIANA JONES 

NORTHSTAR - TRAILBLAZER 
3D GALEX - DEFLEKTOR 
MASTERS OF THE UNIVERSE 

CAPTAIN BLOOD 

SUPER HANG ON 
ARKANOID II - XENON 

Computer Hits II 29.95 

HIT DISK #1 34.95 

HIT DISK #2 34.95 

TRIAD 39.95 

TETRIS 

JOE BLADE - TRACKER 

TAU CETI 

SLAYGON - KARATE KID II 
GOLDRUNNER 

JUPITER PROBE 

LEATHERNECK - TANGLEWOOD 
TIME BANDIT 

MAJOR MOTION 

DEFENDER OF THE CROWN 
BARBARIAN 

STAR GLIDER 

DVT-VCR 

Premier Collection 37.95 STORY SO FAR 27.95 

_ .. X 

VIDI-ST 

Hard Drive Back Up 
209.95 

NEBULUS (Tower Toppler) 
EXOLON-NETHERWORLD 
ZYNAPS 

IKARI WARRIORS 
BEYOND THE ICE PALACE 
BUGGY BOY - BATTLESHIPS 

REAL TIME VIDEO DIGITIZER 

169.95 


ARCADE CONVERSIONS-ST 

AFTERBURNER.27.95 

ALIEN SYNDROME.27.95 

*Bad Dudes vs Dragonninja 27.95 

^FORGOTTEN WORLDS.27.95 

LAST DUEL.22.95 

LED STORM.27.95 

OPERATION WOLF.27.95 

ROAD BLASTERS.27.95 

R-TYPE.27.95 

SIDE ARMS.27.95 

THUNDER BLADE.27.95 

TIGER ROAD.27.95 

VINDICATORS.27.95 

*XYBOTS.27.95 

EUROPEAN ST SOFTWARE 
FROM THE #1 IMPORTER 
**Dealer Inquiries Welcome** 
**Over 500 titles imported** 

*AAARGH.27.95 

AIRBOURN RANGER.34.95 

ARCHIPELAGOS.34.95 

BARBARIAN II.27.95 

*BEAM.34.95 

*BLACK TIGER.27.95 

BLASTEROIDS.27.95 

*BLOODWYCH.34.95 

BORODINO.37.95 

BRIDGE PLAYER 2000.27.95 

*CHARIOTS OF WRATH.34.95 

CHUCKIE EGG I or II.27.95 

COSMIC PIRATE.27.95 

*DARKSIDE.22.95 

DRAGON SCAPE.27.95 

DUGGER (Dig Dug).27.95 

F-16 COMBAT PILOT.34.95 

FED. OF FREE TRADERS.. 37.95 

FUSION.34.95 

GAME OVER II.29.95 

GARFIELD.27.95 

*GARFIELD WINTER TAIL.... 27.95 

*HAWKEYE.27.95 

*HONDA RVF.34.95 

*JAWS.27.95 

*KULT.34.95 

LEGEND.27.95 


*LICENCE TO KILL.27.95 

LIVE & LET DIE.27.95 

LOMBARD RALLY.34.95 

MICKEY MOUSE.27.95 

*MICROPROSE SOCCER.34.95 

*MILLENNIUM 2.2.34.95 

*NEW ZEALAND STORY.27.95 

PACLAND...27.95 

PACMANIA.27.95 

POPULUS.32.95 

POWERDROME.34.95 

PUFFY’S SAGA.29.95 

*RAINBOW ISLANDS.29.95 

REAL GHOSTBUSTERS.27.95 

*RED HEAT.27.95 

*RICK DANGEROUS.34.95 

*RINGSIDE.34.95 

*ROBO COP.27.95 

*RUNNING MAN.34.95 

*SAVAGE.27.95 

*SILKWORM.27.95 

*SKWEEK.27.95 

*SLEEPING GODS LIE.34.95 

*SPHERICAL.34.95 

STOS.42.95 

STOS COMPILER.27.95 

*STOS MAESTRO.34.95 

*STOS MAESTRO PLUS.89.95 

STOS SPRITES 600....22.95 

STORM TROOPER.27.95 

*3D POOL.27.95 

*THUNDERBIRDS.29.95 

*TIME SCANNER.29.95 

*TOM & JERRY.34.95 

*WATERLOO.34.95 

VOYAGER.27.95 

*WICKED.29.95 

**Many more imports available, 
send self addressed stamped 
envelope for complete list*** 
MORE ST SOFTWARE 

BAAL.22.95 

BARD’S TALE. 19.95 

BATTLECHESS.29.95 

*BATTLETECH.34.95 

BATTLEHAWKS 1942.34.95 


BIONIC COMMANDO.19.95 

CAPTAIN BLOOD.19.95 

CARRIER COMMAND.32.95 

DOUBLE DRAGON.24.95 

DUNGEON MASTER. 24.95 

DUNGEON MAPS.4.95 

DUNGEON MASTERY.... 12.95 

ELITE.32.95 

EMPIRE STRIKES BACK.19.95 

GAUNTLET II.19.95 

GOLD RUSH.24.95 

KENNEDY APPROACH.34.95 

KINGS QUEST I + II + III.... 59.95 

KINGS QUEST IV.29.95 

LOST DUTCHMAN’S MINE. 34.95 

MANHUNTER.29.95 

MENACE.22.95 

OUTRUN.19.95 

POLICE QUEST 2.29.95 

PURPLE SATURN DAY.19.95 

RETURN OF THE JEDI.19.95 

SHADOWGATE.24.95 

SPACE HARRIER.24.95 

SPACE QUEST I or II.29.95 

SPACE QUEST III.39.95 

STAR WARS.19.95 

STREET FIGHTER.19.95 

SUPER HANG ON.19.95 

TIMES OF LORE.34.95 

Universal Military Simulator 32.95 

ZANY GOLF.29.95 

Joystick Extenders (pr).12.95 

FOUR PLAYER ADAPTER.. 12.95 
PRODUCTIVITY SOFTWARE 
TIMEWORKS PUBLISHER.. 69.95 

WORD WRITER.44.95 

DATA MANAGER ..44.95 

*DATA MANAGER PRO.89.95 

SWIFT CALC.44.95 

PARTNER.29.95 

PRINTMASTER PLUS.27.95 

TYPING TUTOR.24.95 

MAVIS BEACON.37.95 

VIP PRO (GEM).69.95 

DB MAN 5.0.144.95 

DEGAS ELITE.39.95 


PC DITTO.69.95 

MULTI DESK.22.95 

G+.24.95 

NEO DESK II.34.95 

UNIVERSAL ITEM Selector13.95 

TURBO ST.34.95 

PRO SOUND DESIGNER .... 79.95 

*MASTER SOUND.59.95 

*... — indicates a new release 
***Many more titles available, 
call for those not listed*** 
DISK DRIVES 

INDUS GTS-100X.159.95 

INDUS GTS-100.169.95 

INDUS GTS-1000.199.95 

30MEG HARD DISK.599.95 

MONITORS 

COLOR.319.95 

MONO.179.95 

IMPORTED MAGAZINES 

ST ACTION. 6.95 

ST USER.6.95 

Computer & Video Games ....6.95 

GAMES MACHINE.6.95 

ST/AMIGA (DISK).8.95 

THE ONE.6.95 

ST WORLD (UK).6.95 

ACE.6.95 

^subscriptions are available** 
XE/XL OWNERS 
**send SASE for list of specials** 


GUARANTEED LOWEST 
PRICES - CALL 


SPECTRE 128.129.95 

ROMS.139.95 

VIDI ST (Video Digitizer) 169.95 

IMAGE SCAN...69.95 

SUPRA 2400 MODEM 129.95 


come visit our walk-in store at 

1839 E. Chapman 
Orange CA 

Store Hours Noon-6 Mon-Fri (714)538-1234 
Mailorder Hours9-6Mon-Sat(714)639-8189 


714 - 639-8189 


ORDERS ONLY 
PLEASE 

1-800-443-8189 




NO EXTRA COST FOR CHARGE CARDS Hardware shipping - call for quote. 
Software shipping-$3.50. For 2 day air add $1.75 per title. COD orders + $3.75. 


COMPUTER CAMES + • BOX 6144 • ORANGE CA 92667 • (714) 639-8189 
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FEATURES 

Q Who Are You? 

O A P° rta M e Color Game 

^ Help us make your magazine 

System /Staples 

better. 

Atari wows Summer CES 


audience with an entertainment 


first. 

OA Portfolio /Jainschigg 


™ ^ A close look at Atari’s sleek new 

Stacy /Jainschigg 

handheld MS-DOS machine. 

V Finally, a portable ST! 

PROGRAMMING 


H fy Languages/ Harrington 
■ HiSoft Professional Basic: How 
much power and versatility do you 
need? 


*7 A Formattr /Hesling 

■ ■ A program to salvage 5 '/ 2 ^ disks. 


DEPARTMENTS 


4 


Letters To The Editor/ 

Readers 

Tell us what’s on your mind. 


50 


User Friendly /Noyes 
Speeding up your hard disk and 
using R-Time 8 with AtariWriter. 


REVIEWS 


OQ Vidi-ST Video Digitizer/ 

Sekiya 


Now you can capture moving video 
images with your Atari ST. 


OO C&lvLmxxs/Kelley 
O £m ISD Marketing offers a high-end 
WYSIWYG desktop publishing 
package for the ST. 


A O Signum 2 /Hahn 
■ ™ Scan-Tech imports a feature-laden 
document processor that has 
already made its mark in Europe. 


46 


Beta-CAD / Kilmer 
A powerful, easy-to-use CAD 
system for the ST. 


53 


Software Survey /Eva, 

Manor , Smith 

Reviews of challenging new games 
for 8-bit and ST systems. 


12 


New Products /Staples 
New hardware and software 
releases for Atari computers. 


78 


Dealer Directory /Edwards 
Find the name and address of your 
nearest Atari dealer here. 


80 


Index To Advertisers 


£2 Ct AtariWriter 80 /Jainschigg 

^ ” The 8-bitters’ favorite word 

processor is now available in a 
version that takes full advantage of 
the XEP-80. 


Copyright 1989 by Atari Explorer Publications Corp., 7 Hilltop 
Road, Mendham, NJ 07945. Atari Explorer (ISSN: 0882-3340) 
is published bi-monthly for $14.95 per year by Atari Explorer 
Publications Corp. All rights reserved. 

POSTMASTER: Send address changes to Atari Explorer, 7 
Hilltop Road, Mendham, NJ 07945. Please allow 8 weeks for 
change of address. 


70 


1st Word Plus, v. 3.14/ Mann 
Prospero’s new program is too 
good to be an “upgrade.” 


76 


Print Shop Utilities/ Noyes 
The Print Shop User’s Utility Disk 
brings order to the chaotic world of 
icons, fonts, and borders. 
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Cheers For Music_ 

Dear Editor: 

Bravo! The July/August issue had 
just the kind of articles I was hoping to 
see—music-related articles, that is. 
Now I am looking forward to the next 
issues! 

Something that you might consider 
for future issues is a comprehensive list¬ 
ing of software for music instruction 
along with a brief comment about each. 
This would be a big help, the Take Note 
software sounds like just what I might 
want, but I know there must be a lot 
more out there. 

Since the Atari ST series really seems 
to be the computer of choice for musi¬ 
cians, it seems to make lots of sense to 
devote a good chunk of space to music- 
related articles. 

Again, thanks for the big improve¬ 
ment. 

Leland W. Peck 
4110 7th Ave. N. 

St. Petersburg, FL 33713 


More On Music_ 

Dear Editor: 

I am interested in information re¬ 
garding music programs for Atari 8-bit 
computers. Several years ago, I bought 
an Atari 800XL, a 1050 disk drive, and 
an XDM121 printer. 

My original purpose was to use the 
system for learning and composing mu¬ 
sic. Unfortunately, the only programs 
for this system that I have been able to 
find are Music Painter and Atarimusic 
I & II. Is there any software available 
that would enable me to put a full chord 
on both staffs and print it out on paper? 

Virginia Howard 
324 Oak St. Vestal, NY 13850 

Music Construction Set from Elec¬ 
tronic Arts, and Activision s Music 
Studio program both offer rudimenta¬ 
ry scoring and printing capabilities. 
Unfortunately, neither program per¬ 
mits use of the Grand Staff (both bass 
and treble clefs). In addition, several 
sequencing programs (programs that 
permit a computer to function like a 
sophisticated tape recorder when inter¬ 
faced to a MIDI-compatible electronic 
instrument ), including MidiTrack II 
and III from Hybrid Arts (11920 W. 
Olympic Blvd., Los Angeles, CA 
90064), are available for the Atari 8- 
bit line. Hybrid Arts also sells the in¬ 
terface box needed to attach an Atari 8- 
bit computer to a MIDI instrument. 

Sequencers are quite useful for basic 
composition and arranging, because 
they offer the ability to edit and manip¬ 
ulate performance data. Unfortunate¬ 
ly, they generally don’t let you examine 



Letters To The Editor 


that data in standard musical notation 
without the use of additional software, 
and we know of no such software for the 
Atari 8-bit line. 

By contrast, quite a few sophisticat¬ 
ed scoring packages (from Dr. T’s Mu¬ 
sic Software, Mark of the Unicorn, and 
other companies ), along with sequenc¬ 
ers ,, MIDI patch-editors, and other mu¬ 
sic tools, are available for the Atari ST. 
If formal composition in standard no¬ 
tation is really your goal, perhaps you 
should consider upgrading to an Atari 
ST computer. 


Another Vote For Music _ 

Dear Editor: 

I read your “Report from NAMM” 
(May/June 1989) with great delight. I 
strongly agree with the suggestion of 
having more articles about MIDI and 
music synthesis. Computers are a grow¬ 
ing component of music. 

I do a lot of home recording of elec¬ 
tronic and quasi-symphonic music, and 
I have a Mega ST2 for printing the 
sheet music of my original work, but I 
haven’t bought the MIDI software yet. 

I am interested in reviews of MIDI 
software for the ST. I am an electrical 
engineer and am very familiar with the 
inner workings of synthesizers, comput¬ 
ers, and software; the thing I am hardly 
familiar with at all is what the existing 
MIDI software packages actually do. 
You don’t learn that in text books. 

Essentially, I want you to realize that 
there are probably quite a few readers 
who are very interested in the wonders 
of computerized music and synthesis. 
From what I have seen so far, the ST is 


probably the best all-around computer 
for the largest variety of music applica¬ 
tions. Keep up the good work. 

Jim Grote 
3721 Frances Ave. 
Cincinnati, OH 45211 


Scientific Success_ 

Dear Editor: 

I am writing this letter to inform you 
of my recent success in the world of 
science. My Atari 800XL with the light 
module kit and manual were a great 
asset in my overall winning of the Peter¬ 
borough, ON, Science Fair (grades 7- 
13) and participation in the Canada¬ 
wide Science Fair held in St. Johns, 
Newfoundland, in May. 

My project was on polarized light and 
its effect on the navigation of field 
crickets. The light module set helped me 
learn about polarized light, and the ac¬ 
cessories helped me greatly with my ex¬ 
perimentation. I found out that field 
crickets can detect polarized light and 
can use it as a navigational tool. 

Last year’s project was also inspired 
by Atari. It was on the effect of heat on 
the rate of a cricket’s chirp. The infor¬ 
mation contained in the Atari Starter 
Set help me greatly. 

Michael Johnsten 
Grade 8 
8 Peary PI. 

Peterborough, ON K9H 6Y5 


Thanks For Reviews __ 

Dear Editor: 

Just a note of appreciation for your 
magazine, especially for the in-depth 
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reviews of important products— Re¬ 
volver , NeoDesk, and PageStream be¬ 
ing three good recent examples. 

Here is a tip that WordPerfect users 
might appreciate: Since macros can re¬ 
cord mouse moves as well as keystrokes, 
you will save a lot of time if you let a 
macro open up and size a second docu¬ 
ment window for you. Ditto closing a 
window and resizing the one that is left. 

Also, if you have a meg of memory 
and an autoloading RAMdisk, the 
WordPerfect dictionary can be a plea¬ 
sure rather than a chore to use when 
stuffed in the RAMdisk. 

I must add, too, that the 8/1/88 up¬ 
date of WordPerfect really is a much 
better behaved product than the one 
that had Frank Kofsky in such a tizzy in 
the May/June 1988 Explorer. 

Michael Gillgannon 
1522 Preston Ave. 

Saskatoon, SK S7H 2V4 


DeskJet Graphics Improved_ 

Dear Editor: 

I want to congratulate you on the 
review of the HP DeskJet printer in 
your May/June edition. As pointed out 
in the review, the DeskJet makes an 
affordable and capable addition to an 
ST system. 


I see, however, that you encountered 
some problems in alignment of your 
graphics printouts (i.e., the two Degas 
dumps on page 45). Like you, I had a 
problem with banding in my graphics 
images. Fortunately, however, the 
problem was isolated to a single print 
cartridge, and ever since replacing the 
first cartridge that came with the print¬ 
er, I have had almost flawless printouts. 

Also, I think your calculations in 
comparing the costs of the SLM804 and 
DeskJet were unrealistic. The street 
price of the DeskJet is around $600, and 
contrary to what your article suggests, 
the DeskJet needn’t be enhanced with 
various font and emulation cartridges to 
be used effectively. In fact, for such 
products as PageStream , these extra 
cartridges are superfluous. The DeskJet 
can be a better fit for low-end systems. 

Nevertheless, please don’t let these 
minor points tarnish an otherwise thor¬ 
ough review. 

Charles McGuinness 
250 Mercer, #B201 
New York, NY 10012 


Which Paper Do You Use?_ 

Dear Editor: 

Just received your May/June issue, 
and felt I should write concerning the 


review of the HP DeskJet by Randy 
Parlin. 

While Mr. Parlin’s review was quite 
favorable, I felt that some errors should 
be pointed out. On page 43, Mr. Parlin 
states, “Best results are obtained with 
smooth-finish xerographic paper, 
though results are acceptable even with 
textured finishes and other high-quality 
cotton stock.” This is a complete rever¬ 
sal of HP’s instructions concerning pa¬ 
per and is incorrect. I quote from page 
1-12 of the DeskJet manual: “The 
DeskJet printer has been designed to 
work well with most types of paper, al¬ 
though some variables in paper compo¬ 
sition may significantly affect print 
quality and paper-handling. Most paper 
manufactured for high-quality photo¬ 
copying yields good results for general 
applications. For other applications, 
such as company letterhead, most cot¬ 
ton bond papers yield excellent results.” 
This has been my experience. 

More disturbing to me are the print 
examples submitted by Mr. Parlin. It is 
obvious that his print cartridge is not 
installed properly. The areas of white 
space and black saturation are not na¬ 
tive to the printer, but do occur when 
the cart is not seated properly or is in 
need of priming. Again, the manual 
states this, and I felt the pictures gave 
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Before You Write or Call: Please do not call or write to us about 
problems with individual Atari products or orders placed with Atari Corp. We will 
simply forward your query or complaint to Atari Customer Service (P.O. Box 
61657, Sunnyvale, CA 94088), where it will arrive days, if not weeks, later than it 
would have if you had mailed it there yourself. Dave Director and Diana Goral- 
czyk, Atari’s customer service experts, are much better equipped to solve 
individual problems than we are. 

Editorial: Editorial material, including article submissions, press releases, 
and products for evaluation, should be sent to Atari Explorer, 7 Hilltop Road, 
Mendham, NJ 07945 (201) 543-6007. Atari Explorer is not responsible for the 
return of unsolicited manuscripts, disks, program listings, etc. not submitted with 
a self-addressed, stamped envelope. 

Subscriptions: Domestic: 6 issues, $14.95; 18 issues, $39.95. Canadian: 
Add $5.00 per 6 issues. Foreign: Add $10.00 per 6 issues. Foreign subscription 
orders must be accompanied by a check in U.S. funds drawn on a U.S. bank. Send 
orders to Atari Explorer, CN961, Netcong, NJ 07857-0961. 

Customer Service: if you have a problem with your subscription, please 
write to Atari Explorer, CN961, Netcong, NJ 07857-0961, or call (201) 347-8383. 

Material in this publication may not be reproduced in any form without written 
permission from the publisher. 
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- BETA-CADi — 

(“The ultimate, easy to Use CAd system ”"j 

o Finally, a powerful new CAD package developed for the 
professional CAD user, yet easy enough for the novice. BETA-CAD 
is a full functioned professional drawing package which will produce 
quality drawings in less time than any other package! 

Features Include: 

☆ FAST, DIRECT ACCESS to 120 powerful commands! All the 
power of other packages without cumbersome “TREE MENUS” to slow you 
down. The entire screen is used for drawing & Command entry is a breeze! 

ft Runs completely from RAM! No annoying disk accessing! 

☆ Instant online HELP for quick recall of all commands. 

☆ Auto dimensioning places leader lines, arrowheads, and 
dimensions with a click of a button. Beta-cad also dimensions in feet and 
inches for architectural drawings. Check the competition on this!! 

☆ Dimensions and text can be “dragged” any place on the 
screen and repositioned instantly! Try this on expensive CAD systems! 

☆ Commands such as stretch, duplicate, rotate, auto 

INTERSECT, BETA STORAGE, BETA MATH, OFFSET, MIRROR, FILLET, 
MEASURE, ADD DRAFT, ADD SHRINKAGE, SPLINES, ALTER GRAPHICS, 
and many others make this system fly! 

☆ Print your drawing to any scale on a dot matrix printer or plot your 
drawing on a professional plotter M . BETA-CAD will even plot your drawing 
for you via our modem! MM 

☆ Over 1700 entities and 500 drawing layers on the 520 ST 

☆ Full DRAWING and COMMAND TUTORIAL make this system easy to 
learn even for the firsl tims. user! Ask our 9th grade user. 

☆ Written in fast, powerful, GFA basic with unique routines! 

☆ . . . And Beta-Cad is now available for a LIMITED TIME 
ONLY at the special introductory price of: 


Reg $139.95 


DON'T MISS OUT! OFFER ENDS 09/30/89 CALL TODAY! 

“After reviewing several CAD packages, I immediately 
purchased BETA-CAD and the necessary Atari hardware to 
use this system - it's great! ” — Greg Roy, Eng, Amherst Chain Inc. 


Keep your money in your bank accounts — BETA-CAD truly is: 

“T,he serious CAE) system, without^ tjie serious price!” 

NOW FOR THE 520, 1040, AND MEGA ST 


CALL 1-800-326-9124 


BETA-CAD • 31 MILLARD RD • NORTH ATTLEBORO MA 02760 (508) 695-9175 
MM Call for details M Plotter Driver optional Requires High Res Monitor 


$89.95 I 
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your readers an unfair example of what 
I consider the best printer value today. 

I am not an employee of HP. I just 
felt I should write and inform you of 
what I considered some glaring errors in 
your review. Thanks for your fine mag¬ 
azine. Keep up the good work! 

Braun Tacon 
3849 Tyburn Rd. 

Beale AFB, CA 95903 

Randy Parlin replies: Contrary to 
what the manual states, I have obtained 
best results with the DeskJet using 
smooth-finish xerographic papers, 
somewhat less satisfactory results with 
a variety of bond papers and laid-finish 
letterhead stock. My own letterhead, 
for example, is printed on a slightly 
textured 24-lb. stock that apparently 
has enough “tooth” to diffuse the liq¬ 
uid ink in the DeskJet, causing a slight¬ 
ly feathery impression—still good, 
mind you, but somewhat less than the 
“blacker than black” I expect from a 
high-quality printer. 

As for the ability of the DeskJet to 
print 100% black areas, streak-free, / 
have experimented both with re-prim- 
ing and re-installing the print car¬ 
tridges and am fairly sure that is not 
the problem. The sample sent by the 
reader, however, is one of many that I 
have seen that prove conclusively that 
the DeskJet is capable of printing satu¬ 
rated and halftone areas flawlessly. I 
am beginning to suspect that my review 
unit may have become misaligned in 
shipping. 

As to the question ofprice, if desktop 
publishing is your game and Page- 
Stream your program, the DeskJet (at 
its street price of around $595, at this 
writing) may indeed be the printer of 
choice for low-end systems. On the oth¬ 
er hand, you may choose to employ the 
DeskJet primarily as a high-quality 
line-printer, rather than as a tool for 
rendering camera-ready copy. Pur¬ 
chase of additional font cartridges 
would then be quite reasonable, since 
they permit maximum print speed 
while maintaining high print quality. 

Also, at the time the review was writ¬ 
ten, only MiGraph had managed to 
produce a full-service GDOS DeskJet 
driver, and they were charging for it. 
Thus, I imagined that some users 
might, to insure compatibility with the 
widest possible range of GDOS soft¬ 
ware, wish to buy HP’s Epson emula¬ 
tion cartridge, since GDOS Epson driv¬ 
ers are widely available. 
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ENHANCE YOUR IMAGE WITH THE 

ST SCAN IMAGE SCANNER 


e <° r 

n*' 

The flexibility 
to introduce 
art into desktop 
publishing. 

When you want to enhance your image, our ST- 
SCAN Image Scanner can transfer your line art, 
photographs, logos and other graphics into your 
computer. 

Capture any image sharp and clear with resolu¬ 
tions up 300 dots per inch and with 32 shades of 
grey. 




FOR YOUR ATARI ST OR MEGA SYSTEM 

It takes less than 15 seconds 

to scan in your image. 

Once digitized, you can use 
graphic programs like 
DEGAS™ and EASYDRAW 
with Supercharger™ to 
edit and crop your image. 

Compatibility with desktop 
publishing programs: 

You can put your image into final documents 
with PageStream™ by Softlogik, Publish-ST™ 
by Timeworks, Calamus™ by ISD, Fleet Street 
Publisher™ by Mirrorsoft, or save in PostScript to 
allow direct printing on PostScript devices such as 
the Linotronics 300™, Apple LaserWriter™, or 
QMS PS 800™. 


Navarone's high 
speed interface. 

Navarone combines the 
Canon IX-12 or IX-12F M 
Image Scanners with its 
own High Speed Interface 
that plugs into the cartridge 
port of your Atari ST or 
MEGA™. 


Sophisticated, but easy to use software, allows 
scanning in both line art and half tone mode. The 
ST SCAN program operates under GEM™ with 
easy to use click on menus. "Setting up and be¬ 
coming familiar with the (ST SCAN) system is 
simplicity itself" (Frank Kofsky, ATARI 
EXPLORER) . 



The ST SCAN Image Scanner comes com¬ 
plete with Canon Scanner (flatbed or 
sheetfed), high speed interface, cable, soft¬ 
ware and manual. 


ST SCAN Flatbed 
ST SCAN Sheetfed 


NAVARONE 



$1779.00 

$1239.00 


To order , call toll free 

1-800-624-6545 

or in California 

408-378-8177 

or send M.O. plus shipping (call for 
rates) to Navarone Industries, 
454Kenneth Ave.,Campbell,CA 95008. 
VISA, M.C., C.O.D. welcome. 
California residents add 7% sales tax. 


Prices and availability are subject to change without prior notice. Postscript is a trademark of Adobe; DEGAS is a registered trademark of Batteries Included, Inc.; Softlogik and Publishing Partner 
are trademarks of Softlogik Corp. ;Publish-ST is a registered trademark of Timeworks.; Calamus is a registered trademark of ISD Marketing.; Easydraw and Supercharger are registered trademarks 
of Migraph.; Canon IX-12 and IX-12F is a registered of Canon, Inc.; Atari ST is a registered trademark of Atari Corp.; Apple LaserWriter is registered trademark of Apple Computer; QMS PS 800 
is a registered trademark of Quality Micro Systems; Linotronic is a registered trademark of Linotype; GEM is a registered trademark of Digital Research Inc. 



















American Techna-Vision 

For Orders Only -1-800-551-9995 
CA. Orders / Info. - 415-352-3787 


1050 MECHANISM 

Factory fresh TANDON mechs. 
make difficult repairs a snap. Units 
are complete with Head, Stepper, 
Spindle motor, belt etc. Just plug in, 
no difficult alignments or adjust¬ 
ments required. 

$4750 


VISICALC 

SPREADSHEET 


95 1 


Unleash the computing power <t a 
of your 8 bit Atari withVisicalc. ^19 
Compute everything from home ^ 

finances to high powered finan- DISK 
cial projections. Hundreds of uses. 


XL40 PIN LSI CHIPSET 

A Complete set of 40 Pin Large Scale 
Integrated Circuits for your 800XL, 
600XL or 1200XL computer. 

Great for quick repairs! Set 
contains one each of the ^ nr I 
following: CPU, GTIA, $ T VJ UDI 
ANTIC, PIA AND POKEY. 1 ^ ■ 


800 4 PIECE BOARD SET 

Includes Main Board, Power Supply 
Assembly, CPU Module and 10K 
Revision B Operating System Module. 
All boards are new, tested and complete 
with all components.$28,50 


800/400 MODULES 
NEW PARTS COMPLETE WITH IC’S 

• CX853 16K RAM Module $9.50 

• 800/400 CPU with GTIA . $8.50 

• 800 10K "B" OS MODULE $8.50 

• 800 POWER BOARD . . . .$14.50 

• 400 POWER BOARD .... $8.50 


INTEGRATED CIRCUITS 


• C014795 .. $4.50 

• C014805.. $4.50 

• C012296 .. $4.50 

• C010745 .. $4.50 

• C014377 .. $4.50 

• C060472 .. $4.50 
•6532.... $4.50 

• C012399B $4.50 

• C012499B $4.50 

• C014599B $4.50 

• C014806 .. $4.50 

• C010750.. $4.50 

• C010444 .. $8.50 

• C060302 $9.50 

• C021697 $15.00 

• C061991 $15.00 

• C061598. $20.00 

• C061618 $24.00 

• C024947 $15.00 


1050 IC’S 
U7 - 6532 $6.50 
U8-6810 $4.50 
U9 - 6507 $4.50 
U10 ROM $19.50 
U13 2793 $19.50 
U5 LM2917 $8.50 
5713 $5.25 
All other 1050 IC's 
$3.75 each 
Specify by Socket# 

850 INTERFACE 
12 Piece Chip set. 
Includes all plug in 
IC's except ROM. 
Replacement fixes 
vast majority of 850 
failures.$19.50 


TOWER PACKS 

Exact replacement trans¬ 
former for 800/400, 1050 
810,1200XL, 850, and 
XF551 units. Part #C017945. 


$“1450 


XL/XE SUPPLY (t __ nn| 

PowerP*for800XL.600XL SO C 001 
130XE, 65XE & XE Game. CL\J 


THE BOOKKEEPER 
AND CX85 KEYPAD 

You get both Atari's 8 bit 
professional bookkeeping $ HQ95 | 
system and the handy CX85 I 

numeric keypad for one low 4 DISK 
price. Packages Factory sealed. SET 


KEYBOARDS 

New and complete subassembly. 
Easy internal replacement. 

130XE/65XE $35.00 

800 . $40.00 

800X1_$29.50 

400 . $12.50 


REPAIR MANUALS 

SAMS Service Manuals for the 
following units contain schematics, 
parts listings, labelled photographs 
showing the location of 
checkpoints and more! A special 
section gives oscilloscope and 
logic probe readings allowing you 
to narrow the malfunction down to 
a specific chip or transistor! 

800, 800XL, 130XE, 400, 1025 

and 1050 .$19.50 each 

520ST Service Manual. $37.50 

MISCELLANEOUS 

13 Pin Serial I/O Cable.$4.50 

600XL 64K Upgrade Kit.. $29.95 
SUPRA 300 Baud Modem $29.95 

ACE Joystick.$7.95 

800XL RF Modulator .... $9.50 
1050 Track Zero Sensor... $8.50 
2793 1050 Controller 1C ... $19.50 

U.S. Doubler.$29.95 

400 Board Set (W/OKybd) $22.95 
Paddle Controllers (Pair)... $9.95 

Rev. "C” Basic ROM. $15.00 

Fastchip for 800/400.$15.50 

Rambo XL w/o RAM IC’s $39.95 
850 or PR Modem Cable .. $14.50 
850 or PR Printer Cable ... $14.50 

Printer Interface.$43.95 

I/013 Pin PC connector... $4.50 
I/013 Pin Cable end plug .. $4.50 
ST 6’ Disk Drive Cable ... $14.00 
ST Monitor Cable connector $5.50 

1027 INK ROLLER.$6.50 

1030 Modem Power Pack .. $6.95 


CALL TOLL FREE 
1 - 800 - 551-9995 

IN CALIF. OR OUTSIDE U.S. 
CALL 415-352-3787 


CARTRIDGES 

For XL’s/XE’s 800/400 

POLE POSITION Cartridge.$15.00 

STAR WARS - Return of the Jedi. . $15.00 

PAC-MAN Cartridge. $4.00 

DELUXE INVADERS Cartridge .... $4.00 
JOURNEY TO THE PLANETS Cart. $4.00 

GORF Cart. 800/400 Only. $4.00 

DONKEY KONG Cartridge. $5.00 

STAR RAIDERS Cartridge. $5.00 

MILLIPEDE Cartridge. $10.00 

PLATTER MANIA Cart, by Epyx . . $9.95 

WIZARD OF WOR Cartridge. $9.95 

CAVERNS OF MARS Cartridge .. $14.50 

PENGO Cartridge.$15.00 

EASTERN FRONT Cartridge.$15.00 

ATARIWRITER Cartridge. $29.95 

TURMOIL Cartridge. $5.00 

CROSSFIRE Cartridge. $7.50 

SPRINGER Cartridge. $7.50 

ADVENTURE CREATOR Cartridge $12.50 

ZONE RANGER Cartridge.$12.50 

SILICON WARRIOR Cartridge .... $12.50 
MATH ENCOUNTER Cartridge . . . $12.50 
PILOT LANGUAGE PACKAGE : . . $17.50 

SPARTADOS-X Cartridge_ $59.95 

ACTION O.S.S Cartridge. $59.95 

ACTION TOOL KIT DISK. $25.00 

MAC-65 O.S.S. Cartridge_ $59.95 

MAC-65 TOOL KIT DISK. $25.00 

R-TIME 8 Cartridge. $56.95 

SPINNAKER EDUCATIONAL CARTRIDGES 

Kl N DE RCOMP Cartridge. $8.75 

FRACTION FEVERCartridge ... $8.75 

ALPHABET ZOO Cartridge. $8.75 

UP FOR GRABS Cartridge. $8.75 

ALF IN THE COLOR CAVES Cart. $8.75 
DELTA DRAWING Cartridge.... $8.75 

STORY MACHINE 800/400 only $8.75 

UNKING LOGIC (Fisher-Price) Cart $8.75 

HOT DISK TITLES 

BEST SELLERS / LOW PRICES 

• F-15 STRIKE EAGLE. $14.95 

• TOP GUNNER COLLECTION . .. $14.95 

• SILENT SERVICE. $14.95 

• KENNEDY APPROACH. $14.95 

• VIDEO TITLE SHOP (64K).. $12.50 

• CHESSMASTER 2000. $12.50 

• ALTERNATE REALITY THE CITY $12.50 

• ALTERNATE REAUTY DUNGEON $12.50 

• TOMAHAWK (64K). $12.50 

• 221-B BAKER STREET (64K). $12.50 

•MUSIC STUDIO.$12.50 

•TEMPLEOFAPSHAI. $12.50 

•BRIDGE 4.0. $12.50 

•HOTELALIEN. $12.50 

• NATO COMMANDER.$14.95 

• HELLCAT ACE. $9.95 


COMPUTER BOOKS 

Atari Playground Workbook $5.95 
HackerBook Tricks & Tips $5.00 

Inside Atari Basic. $5.00 

Atari Basic Ref. manual. $5.00 
How to Atari 6502 Program $5.00 
Write Your Own Games. $5.00 
Programmers Ref. Guide $14.95 
Assembly Language Guide S21.95 
XE Users Handbook.... S21.95 

XL Users Handbook_ $21.95 

Atari Basic Faster & Better $22.95 
Your Atari Computer_$17.95 

SERIAL I/O CABLE 

High Quality, 13Pin. $4.50 

Special... 3 Cables for $10.00 

MAC-65 CARTRIDGE 

6502 Machine language Macro- 
Assembler. First class tool for 
serious programmers... $59.95 

ATARI 850 INTERFACE 

Bare PC Board with parts list and 
crystal.$4.50 

PR: CONNECTION 

Serial/Parallel Interface for connecting 
modems and printers.$65.00 

BASIC CARTRIDGE 

Exact replacement for 
800/400/ 1206XL.$15.00 

SUPRA MODEM 

Supra 300 Baud Direct Connect 
Modem requires no separate 
interface. Includes cable and Disk 
Software. Supports X-Modem, 
Download & Upload.$29.95 


fDisks-XL’s/XE’s/800 

j F-15 STRIKE EAGLE Disk. $14.95 

I TOP GUNNER COLLECTION . . . $14.95 

SILENTSERVICE Disk. $14.95 

KENNEDY APPROACH Disk ... . $14.95 

NATO COMMANDER Disk. $14.95 

S.A.T. MATH. $17.95 

S.A.T. VOCABULARY. $17.95 

VISICALC Spreadsheet . $19.95 

BOOKKEEPER & CX85 KEYPAD . $19.95 

SPIDER MAN Disk. $4.95 

DAVID'S MIDNIGHT MAGIC Disk $4.95 

ALIEN AMBUSH Disk. $4.95 

I REARGUARD Disk. $4.95 

I TECHNA-COLOR DREAM Disk . . . $4.95 

I FREAKY FACTORY Disk. $4.95 

LASER HAWK Disk. $4.95 

ROCKET REPAIRMAN Disk. $4.95 

HUMAN TORCH & THE THING . . . $5.00 

MUSICAL PILOT Ed. Disk. $S.OO 

CON* PUTATION Disk. $5.00 

MASTER CHESS Disk. $5.00 

SPEED KING Disk. $5.00 

LAST V-8 Disk. $5.00 

PATHFINDER Disk. $5.00 

I MATCH RACER Disk. $5.00 

I WOMBATS 1 Adventure Disk .... $5.00 

| FAMILY FINANCE Disk by Atari . . $6.50 

FORT APOCALYPSE Disk. $7.50 

NINJA Disk. $7.50 

ELECTRA-GLIDE Disk. $7.50 

SPORTS SPECTACULAR Disk . .. $7.50 

THE GAMBLER Disk. $7.50 

STRATOS Disk. $7.50 

MIND MAZES (Educational). $7.50 

TIMEWISE. $7.50 

1 VIDEO VEGAS Poker & Slots. $9.95 

ACTION BIKER. $9.95 

KICK START. $9.95 

MONEY TOOLS (Financial Utility). . $9.95 

DIG DUG Disk. $9.95 

REPTON Disk. $9.95 

PUZZLE PANIC Disk by Epyx .... $9.95 

CEST’ELA VE Disk. $9.95 

WOMPER STOMPER Disk. $9.95 

OLIN EMERALD (Jr., Adv.). $9.95 

MOVIE MAKER (Graphics). $9.95 

FINANCIAL COOKBOOK. $9.95 

CYCLE KNIGHT. $9.95 

SONG WRITER. $9.95 

COUNTING & ADDING wth Tink .. $9.95 

CHESSMASTER 2000 . $12.50 

BRIDGE 4.0.$12.50 

PEGAMMON. $12.50 

MUSIC STUDIO.$12.50 

HOTEL ALIEN. $12.50 

L A. SWAT. $12.50 

GRANDMA'S HOUSE (Educational) $12.50 

DROPZONE Disk.$12.50 

CASTLE WOLFENSTEIN Disk . . . $12.50 
BEYOND CASTLE WOLFENSTEIN $12.50 

TEMPLE OF APSHAI. $12.50 

I ALI-ANTS Disk. $12.50 

MOUSE QUEST Disk (64K).$12.50 

ELECTRONIC DRUMMER Disk . . $12.50 

STOCK MARKET Game. $12.50 

PIRATES OF THE BARBARY COAST $ 12.50 

NICKERBOCKERDisk. $12.50 

MIDWAY BATTLES War Game . . $12.50 
BOULDER DASH Construction Set $14.95 
MOONMIST (Infocom Adventure) $14.95 
MIND SHADOW Adventure 64K . . $14.95 

HACKER Adventure. $14.95 

SEA STALKER Adventure. $14.95 

STATION FALL Adventure. $14.95 

ZORK 1 Adventure. $14.95 

INFIDEL Adventure. $14.95 

HOLLYWOOD HIJINKS Adventure $14.95 

CONFLICT IN NAM.$14.95 

DECISION IN THE DESERT.$14.95 

CRUSADE IN EUROPE.$14.95 

SPITFIRE ACE.$14.95 

SSI 50 MISSION CRUSH. $14.95 

SSI BATTALION COMMANDER . . $14.95 

SSI PANZER GRENADIER.$14.95 

SSI FIELD OF FIRE. $14.95 

SSI GEMSTONE WARRIOR. $14.95 

MASTERTYPE (Typing Tutor) . . . $15.00 

BANK STREET WRITER. $17.50 

CUT & PASTE W.P. Disk. $17.50 

SPARTADOS CONST. SET ... . $39.50 

SPARTADOS Tool-Kit. $32.95 

DATA PERFECT Database .... $CALL 

DATASOFT DISKS 

I VIDEO TITLE SHOP. $12.50 

ALTERNATE REALITY (The City) $12.50 
ALTERNATE REAUTY The Dungeon $12.50 

ZORRO Disk. $9.95 

SARACEN Disk. $9.95 

I CROSSCHECK Disk. $9.95 

I GUNSLINGER Disk (64K). $9.95 

I TOMAHAWK Helicopter Game64K $12.50 
I THEATER EUROPE War Game . . $12.50 

j BRUCE LEE Disk. $12.50 

I MERCENARY Disk. $12.50 

THE GOONIES Disk. $12.50 

CONAN Disk. $12.50 

NEVER ENDING STORY (64K) .. $12.50 

221 BAKER STREET (64K) .... $12.50 

NAPOLEAN IN RUSSIA. $12.50 

(-BORODINO 1812-) 

1 BISMARCK. $12.50 

kMOON SHUTTLE. $12.50 a 
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Mail Order: 15338 Inverness St., San Leandro, Ca. 94579 
Sales Office: 2098 Pike Ave., San Leandro, Ca. 94577 

Terms: NO MINIMUM ORDER. We accept money orders, personal checks or 
C.O.D.s. VISA, Master/Card okay. Credit cards restricted to orders over $18.50. No 
personal checks on C.O.D. - Shipping: $4.00 shipping and handling on orders under 
$150.00. Add $2.75 for C.O.D. orders. In Canada total $6.00 for shipping and 
handling. Foreign shipping extra. Calif, residents include 7% sales tax. All products 
new and guaranteed. All sales final.. 

Prices subject to change without notice. Send SASE for free price list. Atari is a reg. trademark of Atari Corp. 


















































































































































Who 

Are 

You? 


I t’s time (past time, really) for an¬ 
other reader survey. You may re¬ 
member that we asked you to fill 
out and return a questionnaire similar 
to the one below back in the fall of 1986. 
We tabulated the results and used them 
to get us started on the path to creating 
the kind of magazine you wanted. 

Well, we have come a long way since 
then, and we suspect you have too, so we 
are asking you to take five minutes right 
now to make a few check marks and 


write a few comments to help keep us on 
the track. 

Obviously, the sooner we hear from 
you, the sooner we will be able to start 
acting on your suggestions, so please 
return your questionnaire (a photocopy 
is fine) promptly to: 

Reader Survey 
Atari Explorer 
7 Hilltop Road 
Mendham, NJ 07945 


1. EDITORIAL CONTENT 

II. YOUR COMPUTER(S) 

1. Please check your reaction to each of the 

following as 


4. Mfr.& Model 


a regular feature: 

Reviews and evaluations of: 


G«° 



Computer 1 


New computers from Atari 

□ 

□ 

□ 

□ 



Emulators 

□ 

□ 

□ 

□ 

Computer 2 


Printers 

□ 

□ 

□ 

□ 



Scanners and digitizers 

□ 

□ 

□ 

□ 

Computer 3 


Music-related peripherals 

□ 

□ 

□ 

□ 



Other peripherals 

□ 

□ 

□ 

□ 

Computer 4 


Game software 

□ 

□ 

□ 

□ 

k 

k A 

Desktop publishing software 

□ 

□ 

□ 

□ 



Word processing software 

□ 

□ 

□ 

□ 

Business software 

□ 

□ 

□ 

□ 

Computer 1 □ 

□ □ 

Graphics software 

□ 

□ 

□ 

□ 

Computer 2 

□ □ 

Music software 

□ 

□ 

□ 

□ 

Computer 3 

□ □ 

Communications software 

□ 

□ 

□ 

□ 

Computer 4 □ 

□ □ 

Educational software 

□ 

□ 

□ 

□ 


Utilities 

□ 

□ 

□ 

□ 



New hardware announcements 

□ 

□ 

□ 

□ 

5. About the Atari computer you use most 

New software announcements 

□ 

□ 

□ 

□ 

frequently: What model is it? 

Show reports 

Product previews 

Programming tutorials 

□ 

□ 

□ 

□ 

□ 

□ 

□ 

□ 

□ 

□ 

□ 

□ 





Music tutorials 

□ 

□ 

□ 

□ 

Equipped with: 


Graphics tutorials 

□ 

□ 

□ 

□ 

□ Hard disk 

□ Graphics tablet 

Type-in programs 

□ 

□ 

□ 

□ 

□ Dot matrix printer 

□ Synthesizer 

Interviews 

□ 

□ 

□ 

□ 

□ Daisywheel printer 

□ Drum machine 






□ Laser printer 

□ Emulator 






□ Inkjet printer 

□ Modem 

2. Please indicate how often you read or refer to each of 


□ Scanner 

□ Color monitor 

the following: 

** 

9 > 



□ Digitizer □ Monochrome monitor 

About how much did the entire system cost? 

Letters to the Editor 

□ 

□ 

□ 

□ 



New Products 

□ 

□ 

□ 

□ 



New and Improved 

□ 

□ 

□ 

□ 



News and Views 

□ 

□ 

□ 

□ 



Puzzles and Problems 

□ 

□ 

□ 

□ 

6. About the Atari computer you use second most 

Graphics Gallery 

□ 

□ 

□ 

□ 

frequently: What model is it? 

Atari Classroom 

Languages 

User Friendly 

□ 

□ 

□ 

□ 

□ 

□ 

□ 

□ 

□ 

□ 

□ 

□ 





Software Survey 

□ 

□ 

□ 

□ 

Equipped with: 


Teletalk 

□ 

□ 

□ 

□ 

□ Hard disk 

□ Graphics tablet 

Sound Chip 

□ 

□ 

□ 

□ 

□ Dot matrix printer 

□ Synthesizer 

Dealer Directory 

□ 

□ 

□ 

□ 

□ Daisywheel printer 

□ Drum machine 






□ Laser printer 

□ Modem 

3. What type of article would you like to see 



□ Inkjet printer 

□ Emulator 

more of in Atari Explorer? 





□ Scanner 

□ Color monitor 





□ Digitizer 

□ Monochrome monitor 


About how much did the entire system cost? 
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YOUR COMPUTER(S) 


7. About the software you use on your Atari computer(s): 
How often do you use each of the following? 




jp * 



Word processing 

□ 

□ 

□ 

□ 

Spreadsheet 

□ 

□ 

□ 

□ 

Database 

□ 

□ 

□ 

□ 

Communications 

□ 

□ 

□ 

□ 

Graphics 

□ 

□ 

□ 

□ 

Music 

□ 

□ 

□ 

□ 

Education 

□ 

□ 

□ 

□ 

Games 

□ 

□ 

□ 

□ 


What is the approximate value of all the software you have 
for your Atari computers?. 


8. Do you plan to buy additional peripherals for your system? 
□ Yes □ No 

If so, how soon? □ Within the next 3 months 

□ Within the next 3-6 months 

□ Within the next year 


9. Do you program on your Atari system? 
If so, which language(s) do you use? 

□ Atari Basic 

□ GFA Basic 

□ LDW Basic 

□ True Basic 

□ Hisoft Basic 


□ Yes 


□ C 

□ Pascal 

□ Forth 

□ Action 


□ Other 


□ No 


10. Do you type in programs from magazines? □ Yes □ No 


11. Do you subscribe to an information service? □ Yes □ No 
If so, which one? □ CompuServe 

□ Genie 

□ Delphi 

□ The Source 

□ Dow Jones 

□ Other_ 


COMMENTS 


III. MAGAZINES 


12. Which of the following to you read regularly? 

□ Analog 

□ Antic 

□ STart 

□ STlog 

□ ST Informer 

□ Byte 

□ Computer Shopper 

□ User group newsletter 

□ Atarian 

13. Please rank the following sources of information 
in order of importance to you when deciding 
what hardware and software to buy. 

(1 =most important, 7=least important) 

_Experience of friends 

_Salesman in store 

_Review in magazine 

_Advertising in magazine 

_New product announcements 

_Exhibit at show or convention 

_Other__ 


14. Have you ever purchased a computer product 
as a result of having read about it in magazine 
ad? □ Yes □ No 


IV. YOU 

15. Age_ 


16. Sex □ Male □ Female 


17. Please write in your job function and the type of 
establishment for which you work. Follow the 
approach in the examples: 


Job Function 

Financial manager 
Dermatologist 
Mathematician 
Writing 


Type of establishment 

Automobile manufacturer 
3-man practice 
Government agency 
Freelance at home 


18. Where do you live (state, province, or country)? 


19. What is your current family income? 

□ Under $15,000 

□ $15-24,000 

□ $25-34,000 

□ $35-49,000 

□ $50-74,000 

□ $75-100,000 

□ Over $100,000 
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Increase your 
publishing 
power. 


Migraph 
Hand Scanner. 

Add scanned graphics to all your projects quickly 
and easily with the Migraph Hand Scanner. 


The Hand Scanner provides a 
scanning window over 4" wide with 
four scanning resolutions: 100,200, 
and true 300 and 400 dots per inch. It 
also offers adjustable contrast, three 
dither settings for scanning halftones, 
and a special setting for line art. 

Build your own library of images. 
Logos, photographs, books, 
illustrations. . . provide you with an 
unlimited supply of art. 


Touch-Up,™ Migraph’s high 
resolution image editor, lets you scan 
and edit your images. Powerful 
editing tools include crop, invert, 
resize, flip, cut and paste, multiple 
zoom levels, a full array of paint tools, 
and much more. 

When your images are “pixel 
perfect”, import them into your 
favorite ST publishing programs like 
Calamus, Fleet Street, PageStream, 
and Publisher ST. In addition, several 


save formats let you use your images 
on the PC and Mac. 

The Migraph Hand Scanner and 
Touch-Up. Powerful tools for 
professional publishing. 

See your dealer today for more 
details or call us direct. Dealer 
inquiries invited. 

For all Atari ST and Mega systems with 
monochrome or color monitors, 1 MB 
memory and 3.5" DS disk drive. 




>WGR4PH 


200 S. 333rd St., Suite 220 Federal Way, WA 98003 (206) 838-4677 (800) 223-3729 (Pacific Standard Time) 


,c ' Copyright 1989 Migraph, Inc. The Migraph logo is a registered trademark and Touch-Up is a trademark of Migraph, Inc. 







ware and an ST 
interface, which plugs into 
the cartridge port. The package re¬ 
tails for $499. 

An additional package consists of the 
scanner, interface, software, and what 
Migraph calls a “lite” version of 
Touch-Up , which has fewer features 
than the full version. This limited pack¬ 
age sells for about $ 100 less than the full 
package. 

Migraph, 200 S. 333rd (220), Feder¬ 
al Way, WA 98003, (800) 223-3729, 
(206) 838-4677. 


Hand-Held Scanner 

Migraph announces a hand-held 
scanner for the Atari ST computers 
with 1 Mb of RAM. The device, which 
can scan a 4"-wide strip, has four ad¬ 
justable scanning resolutions and pro¬ 
vides true 300 and 400 dpi resolution. 

Initially, it will be bundled with 
Touch-Up , Migraph’s image editor in a 
package that will include scanning soft- 


Rlack Moon Systems offers three 
productivity programs for Atari 8-bit 
computers. LabelMaster allows you to 
create and edit data on-screen, using all 
or part of the available 6-line by 34- 
character label area. Multi-Column 
Lister is a utility that allows you to print 
out the labels saved in data files created 
with LabelMaster, 

The Small Business System is a 
menu-driven suite of programs that in¬ 
cludes modules for invoicing, purchas¬ 
ing, income entry, expense entry, inven¬ 
tory, and reports. 

Black Moon Systems, P.O. Box 152, 
Wind Gap, PA 18091. 

Debonair Software has released El- 
Cal: The Elementary Calculator for 
the Atari ST. The program, which is 
intended for use primarily by scientists 
and engineers, features a multi-func¬ 
tion expression-evaluating calculator, a 
function and data plotter, and a numeri¬ 
cal toolbox. Other features include 16- 
digit internal precision, 36 standard 
functions, 44 statistical distribution 
functions, 12 user-defined functions, 
numerical integration, and numerical 
differentiation. $44.0b. 

Debonair Software, P.O. Box 52116, 
Salt Lake City, UT 84152. 


m-th 






©Or 


Abacus has announced BeckerCAD 
for the Atari ST, a new high-end com¬ 
puter-aided design package that in¬ 
cludes such functions as a definable 
grid; multiple line widths; and trim, di¬ 
vide, zoom, and undo operations. Other 
features include symbol libraries, text 
capabilities, mult-layer capability, an 
integrated programming language, and 
plotter, printer, laser printer, and Post¬ 
Script support. $395. 

Abacus, 5370 52nd St., SE, Grand 
Rapids, MI 49508, (800) 451-4319, 
(616)698-0330. 
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WinterTech announces The Com¬ 
puter Guide to the Solar System, an 
“interactive space atlas,” Animations 
allow you to watch atomic particles col¬ 
lide in the core of the sun, the planets 
orbit around the sun, solar and lunar 
eclipses, the birth and death of the sun, 
and more. The program is currently be¬ 
ing offered at an introductory price of 
$44.95, which expires the night of the 
August 1989 lunar eclipse. 

WinterTech, 111 Granada Ct., Or¬ 
lando, FL 32803, (407) 425-1199. 

UltraBasic has released two educa¬ 
tional packages for Atari 8-bit comput¬ 
ers. Superfrogs Funspeller offers six 
games for one or two players. You can 
use the 15 included 50-word sets or en¬ 
ter your own for spelling practice. $10. 

Using Tank Math, you can add, sub¬ 
tract, multiply, divide, or practice mul¬ 
tiplication and division tables or Roman 
numerals. If you make a mistake the 
built-in tutor works the problem out 
step-by-step. $10. 

Ultrabasic, 10 E. 10th St., Blooms- 
burg, PA 17815, (717) 784-4545. 


Muti-Font Printers 

Star Micronics America has intro¬ 
duced a pair of Epson-compatible print¬ 
ers, each of which offers eight resident 
fonts—Courier, Script, Sans Serif, Let¬ 
ter G, TW-Light, Orator, Cinema, and 
OCR B. 

The XR-1500 and the XR-1000 are 
nine-wire printers that print at 300 cps 
in draft elite mode and 75 cps in near¬ 
letter-quality elite mode. 

The XR-1500 Multi-Font, a ^"-car¬ 
riage model, features Epson EX-1000 
and IBM Proprinter IIXL emulations. 
The XR-1000 Multi-Font offers a 10" 


Glare Eliminator 

Opto-Technics introduces Glare 
Eliminator, an anti-glare, anti-relective 
aerosol optical coating. 

The product, which is said to last for 
the life of the monitor, can be applied to 


carriage and Epson EX-800 and IBM 
Proprinter II emulations. 

The standard interface for both mod¬ 
els is Centronics parallel. An optional 
serial board with RS-232C and RS- 
422A interfaces is available. The XR- 
1500 sells for $799, and the XR1000 for 
$579. 

An optional color-printing kit allows 
either printer to produce multi-color 
graphs and charts for business presenta¬ 
tions and reports. The kit carries a retail 
price of $50. 

Star Micronics America, 200 Park 
Ave., Ste. 3510, New York, NY 10166, 


any size screen and is easily removed. 
The do-it-yourself kit treats up to four 
screens and sells for $29.95. 

Opto-Technics Co., 310 Melvin Dr., 
Unit 20, Northbrook, IL 60062, (312) 
205-0340. 




30-, 50-. And 80Mb Hard Disks 

Future Systems has announced a new 
family of hard disk drives for the Atari 
ST. The FS-30, which sells for $749, 
offers 30Mb of storage. The FS-50, 
which sells for $849, has 50Mb, and the 
FS-80, which sells for $1199, has 
80Mb. 

All three models are self-contained, 
external units. Each has its own power 
supply, cooling fan, controller/inter¬ 
face, DMA interface cable, utility soft¬ 
ware, and user manual. A second DMA 
channel for daisy chaining additional 
peripherals is provided. 

Future Systems, 21634 Lassen St., 
Chatsworth, CA 91311, (818)407- 
1647. 
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Spinnaker Software has released 
StarGoose for the Atari ST. The game 
puts you at the controls of a top secret 
fighter and challenges you to steal six 
crystals from each of eight cities on the 
planet Nom. You must dive, dodge, and 
twist your way through an unending 
maze of hills and valleys to collect the 
gems and win the game. $29.95. 

Spinnaker Software, One Kendall 
Square, Cambridge, MA 02139, (617) 
494-1200. 

It's All Relative is a descendant- 
based genealogy program for the Atari 
ST. It allows you to track a family line, 
including all aunts, uncles, cousins, 
nieces, and nephews for up to 18 genera¬ 
tions. The database can accommodate 
up to 500 individual records on a 520ST 
and up to 1400 on a 1040. $25. 

Greg Kopchak, 2233 Keeven Lane, 
Florissant, MO 63031, (314) 831-9482. 

UltraBasic introduces Superfrogs for 
Atari 8-bit computers. The package in¬ 
cludes seven games with more than 
10,000 variations. $10. 

UltraBasic, 10 E. 10th St., Blooms- 
burg, PA 17815, (717) 784-4545. 

MicroProse announces the ST ver¬ 
sion of Pirates, a role-playing adventure 
game set along the Spanish Main in the 
17th Century. You start the game as a 
novice seaman with one ship and hand¬ 
ful of crew members. Through hard 
work, shrewd bartering, and more than 
a little underhandedness and disregard 


for personal safety, you can increase 
your wealth and status. $44.95. 

MicroProse, 180 Lakefront Dr., 
Hunt Valley, MD 21030, (301) 771- 
1151. 

Demons Winter from Strategic Sim¬ 
ulations is now available for the Atari 
ST. Your five-character party of adven¬ 
turers may consist of dwarves, elves, or 
dark elves, each of which is rated for 
speed, strength, intellect, endurance, 
and skill. Your mission is to search the 
world for the spells needed to trap the 
evil demon Malifon and undo his wintry 
curse. $39.95. 

Strategic Simulations, 675 Almanor 
Ave., Sunnyvale, CA 94086, (415) 964- 
1353. 


Glass Cleaner 

Evans Specialty Company introduces 
its new Statkleer Concentrated Glass 
Cleaner, a glass cleaner that can be used 
on monitor screens to reduce static 
build-up and retard the accumulation of 
dust and dirt. 

The concentrate is packaged in a 16- 
oz. plastic bottle that includes a self- 
contained measuring device. The prod¬ 
uct is non-abrasive, non-toxic, and 
biodegradable. 

Evans Specialty Company, P.O. Box 
24189-0189, Richmond, VA 23224, 
(800) 368-3061, (804) 232-8946. 


ENTERTAINMENT SOFTWARE 


BOOKS 


NEW 


Dungeon Master Handbook 

The Dungeon Master Adventurers 
Handbook contains hints and maps for 
players of Dungeon Master from FTL. 

The book includes detailed informa¬ 
tion about the characters, magik, com¬ 
bat, and monsters that players encoun¬ 
ter in the game. In addition, there are 
level-by-level overviews and detailed 
maps, on which pits, pressure plates, 
dungeon doors, and secret passages and 
chambers are marked. 

The Dungeon Master Adventurer's 
Handbook sells for $8.95. 

Computer Publications, Unltd., P.O. 
Box 2224, Arvada, CO 80001, (303) 
423-6805. 


Epyx Hint Book 

Epyx has released The Masters Col¬ 
lection Advanced Hint Book to assist 
players in solving the secrets of the com¬ 
pany’s Master Collection titles. 

Intricate maps, gameplay hints, and 
interviews with game developers guide 
players though Space Station Oblivion, 
Sub Battle Simulator , The Legend of 
Blacksilver and L.A. Crackdown . The 
46-page book sells for $7.99. 

Epyx, P.O. Box 8020, Redwood City, 
CA 94063,(415) 368-3200. 
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Cinema ware has released Dark Side , 
a space adventure for the ST that trans¬ 
forms you into a mercenary of the fu¬ 
ture—a one-man army dedicated to 
saving the world from imminent de¬ 
struction. Armed with lasers, shields, 
and a jet power pack, he must infiltrate 
a heavily-guarded military zone and de¬ 
stroy the doomsday weapon before the 
apocalypse is unleashed. $39.95. 

The Kristal , also from Cinemaware 
for the ST, places you in the role of 
Dancis Frake, a space pirate who seeks 
the long-lost Kristal of Kronos. Emerg¬ 
ing from a timeless dream with no mem¬ 
ory of who he is or where he is from, 
Dancis must discover the secrets of his 
past as well as his future. $49.95. 

Cinemaware, 4165 Thousand Oaks 
Blvd., Westlake Village, CA 91362, 
(805) 495—6515. 

Artworx announces three new games 
for the Atari ST. World Snooker is a 
pool program, which offers five differ¬ 
ent types of pool: snooker, straight pool, 
eight-ball, English pocket billiards, and 
U.S. Carom billiards. The game gives 
you control over the direction, power, 
and spin of your shots, and allows you to 
practice, play the computer, or play an¬ 
other person. $24.95. 

Tank Attack is a two-, three-, or four- 
player game that puts each player in the 
role of the commanding general of a 
country’s Tank Corps. The computer 
issues all movement order, reports on 
battle results and unit status, and pub¬ 
lishes a daily newspaper that reports on 
each day’s fighting and the weather 
prospects for the next day. $24.95. 



Colossus Chess X offers four differ¬ 
ent sets of chess pieces, control over 
screen orientation, six different playing 
modes, and an opening book of more 
than 11,000 records. Expert players can 
modify the behavior of the program in 
order to play certain openings or prac¬ 
tice against particular lines of attack. 
$34.95. 

Artworx Software, 1844 Penfield 
Rd., Penfield, NY 14526, (716) 385- 
6120, (800) 828-6573. 

Lticasfilm Games announces a pair of 
games for the Atari ST based on the 
film “Indiana Jones and the Last Cru¬ 
sade.” The Graphic Adventure , which is 
set in 1938, casts you in the role of 
Indiana Jones, whose father has been 


The Modem Reference 

The Modem Reference , by Michael 
A. Banks, is an up-to-date sourcebook 
of information on online services, avail¬ 
able hardware and software, and tele¬ 
communications in general. 

The book, which is published by Bra¬ 
dy Books/Simon & Schuster, is intend¬ 
ed to help the user buy a modem and 
software, choose an online service, and 
make good use of his telecommunica¬ 
tions system. 

Information is available from the au¬ 
thor at P.O. Box 312, Milford, OH 
45150,(513) 722-1969. 


LANGUAGES 


Pascal-SC for the Atari ST has been 
released by FBSoftware. Designed spe¬ 
cifically for scientific computation, the 
extension of Pascal offers user-defined 
operators; a screen-oriented editor that 
checks syntax interactively; access to all 
GEMDOS, BIOS, and XBIOS func¬ 
tions and AES and VDI routines; accu¬ 
rate decimal floating-point arithmetic 
for all operations and standard func¬ 
tions (13 decimal digits, exponent range 
from -99 to +99); and utility procedures 
for solution of linear systems, inversion 
of matrices, computation of eigenvalues 
and eigenvectors, zeros of polynomials 
and rational functions. $199. 

FBSoftware, 5101 Odana Rd., Madi¬ 
son, WI 53711, (608) 273-3702. 



kidnapped by Gestapo agents in the 
hope that he will lead them to the Holy 
Grail. Your assignment is to talk, fight, 
and puzzle your way to the Grail before 
the enemy gets it. $49.95. 

The Action Game starts in 1912 in 
Utah and finds young Indy in a cavern, 
trying to rescue the precious Cross of 
Coronado from a band of grave robbers. 
Level two takes place in the catacombs 
of Venice, where he must dodge fire¬ 
balls, rats, and crumbling masonry. 
Level three takes him on a prowl 
through the catwalks of a giant zeppe- 
lin. $39.95. 

Also new from Lucasfilm is Their 
Finest Hour: The Battle of Britain, an 
air combat simulator that lets you fly 
both German and British missions in 
the historic confrontation. $59.95. 

Brian Moriarty, author of Zork , was 
project leader for Lucasfilm’s fourth 
new release, Loom. The fantasy adven¬ 
ture boasts an innovative graphic inter¬ 
face, which dispenses with text com¬ 
mands and menus and relies instead on 
icons and music. $59.95. 

Lucasfilm Games, P.O. Box 10307, 
San Rafael, CA 94912, (415) 662- 
1800. 

Intracorp announces Miami Vice , a 
game that takes you on a crime-fighting 
fspree in the land of palm trees and con¬ 
traband, fast cars and flamingos. The 
game offers eight levels of arcade-style 
action, including a car chase, a speed¬ 
boat race, and search for illegal drugs. 
$39.95. 

Intracorp, 14160 SW 139th Ct., Mi¬ 
ami, FL 33186, (305) 252-9040. 


SYSTEMS SOFTWARE 


ST Jr., the Diamond Graphics Oper¬ 
ating System from USA Media, runs on 
all 48K Atari 8-bit computers. The car¬ 
tridge features icons, drop-down 
menus, memory drivers, date/time 
stamping, resizable and relocatable 
windows, folder and RAMdisk support, 
and more. The ST Jr. desktop supports 
ST mouse, Atari joystick, touch tablet, 
track ball, joystick mouse, and cursor 
key movement. The cartridge, which 
sells for $79.95, includes the Diamond 
programmer’s kit. 

USA Media, Rte. 2, Box 41, North 
Patuxent Beach Rd., California, MD 
20619, (301) 863-8369. 
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PROGRAMMING 



HiSoft Basic 
Professional 

A powerful, versatile Basic compiler that may provide more power 
and versatility than the novice programmer can use effectively 


the kinds of data with which his pro¬ 
gram is dealing. 

To some extent, HiSoft Basic pro¬ 
vides all of these features. It permits the 
definition of functions that can be called 
by name, with passed parameters. 
These functions can incorporate local 
variables as well as have access to global 
variables in the manner of standard Ba¬ 
sic. And functions are fully recursive, 
meaning that they can even call them¬ 
selves, if necessary. Command state¬ 
ments such as WHILE.. . END WHILE, DO 
. . . LOOP UNTIL, EXIT LOOP, EXIT SUB, 
SELECT CASE .. . END SELECT, REPEAT 


A lthough HiSoft Basic Profes¬ 
sional does provide several im¬ 
provements over Atari’s stan¬ 
dard basic syntax, unless you are a 
relatively “serious” programmer, you 
may find that these gains are offset by 
losses in other areas. HiSoft provides 
some of the features you would expect 
to find in an extended Basic, including 
simple commands for making, remov¬ 
ing, and renaming directories; listing, 
renaming, and deleting files; checking 
for the existence of a file; making hard¬ 
copy screen dumps; reading and writing 
individual bytes of memory; accepting 
mouse and joystick input; and manipu¬ 
lating windows. Yet many other fea¬ 
tures and functions, some of which can 
indeed be found in other third-party Ba¬ 
sics, are missing here. 

Moreover, in general, HiSoft tends to 
emphasize low-level access to operating 
system features—much as the typical 
C-language implementation does— 
over higher level, less versatile, but easi- 
er-to-use commands. 

The result is an exceptionally versa¬ 
tile and powerful language, but one that 
is somewhat more difficult to use than 
most ST Basic dialects. For example, 
where another Basic might supply a 
simple function that returns a full path¬ 
name for the current directory, HiSoft 
Basic obliges you to assemble a path¬ 
name from component parts returned 
by basic operating-system functions, as 
shown in Figure 1. Not only is this a lot 
of work, but the procedure is insuffi¬ 
ciently documented in the HiSoft man¬ 
ual 

Still, there is power here, if you know 
how to find it. In effect, HiSoft Basic 
Professional places a simplified version 
of the C programming language at your 
fingertips. 

Structured programming is difficult 
or impossible to do in classic Basic. This 
is because ordinary Basic lacks five im- 


HiSoft Basic Professional 


System: Atari ST 
Version reviewed: 1.23 
Required equipment: 1Mb RAM and hard 
disk recommended 
Copy protection: None 
Summary: Powerful basic compiler and 
programming environment with 
extensive GEM support and 
disappointing documentation. 

Price: $159.95 
Manufacturer: 

MichTron 
576 S. Telegraph 
Pontiac, Ml 48053 
(313)334-5700 


portant features found in more struc¬ 
tured languages such as Pascal and C. 
The first of these features is modularity, 
which allows the code required to per¬ 
form an isolated task to be itself isolated 
(as a function) and called by name, 
rather than by location or line number. 

The second feature is parameter¬ 
passing, a system for controlling the 
way information is passed to a called 
function or routine. The third is infor¬ 
mation-hiding, by which certain vari¬ 
ables can be declared “local” to a func¬ 
tion or program segment, preventing 
their accidental access by other func¬ 
tions or program segments. 

Fourth is modern flow-control, which 
helps avoid spaghetti code, laced with 
GOTOs, and fifth is strong typing, which 
obliges the programmer to think about 


. . . END REPEAT, and IF ... ELSEIF .. . 
ENDIF provide a wide choice of flow 
control options appropriate to fully 
structured programming. 

In addition, HiSoft Basic provides a 
multitude of ways to organize program¬ 
ming projects. Meta-Commands such 
as INCLUDE allow you to draw material 
from external Basic source files into the 
current compilation, just as if this mate¬ 
rial were present in the main source file. 
The basic function library, PBASIC.LIB, 
can be enhanced by the addition of your 
own assembly language routines (devel¬ 
oped using HiSoft’s Devpac ST version 
1.2 or higher) and bound into the main 
library using the utility BUILDLIB. A 
program can, thus, call your assembly 
language functions by name, once they 
have been placed in the library. 

Other meta-commands control as¬ 
pects of the compilation process, en¬ 
abling and disabling array checks, 
break checks, error messages, line num¬ 
bers, overflow checks, pause checks, 
stack checks, underlines, variable 
checks, and compiler warnings. Com¬ 
mands also exist to leave or return mem¬ 
ory to the system, keep a particular 
amount of memory for use by your pro¬ 
gram, reduce or increase the stack size, 
change the output filename of a com¬ 
piled program, force GEM mode in a 
program that would otherwise have 
been a .TTP file, and include specific 
libraries for creating desk accessories. 

The Programming Environment 

HiSoft Basic Professional functions 
from within a GEM-based shell that 
performs all activities related to the 
editing process and program execution. 
Although all of the compilation proce¬ 
dures can be set from within the basic 
source code, the editing shell also pro¬ 
vides for selected compilation adjust- 
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ments. All shell activities involve win¬ 
dows and/or menu bars, so desk 
accessories are readily available. 

Program development is fast and 
convenient. Programs can be compiled 
either to memory or to disk. Programs 
that are compiled to disk are stand¬ 
alone applications that do not require a 
run-time module. (A warning: Incor¬ 
rect use of the menu and window com¬ 
mands can cause HiSoft to lose track of 
the program menus. Sometimes it will 
lock the ST. Use the supplied quick save 
command before compiling a program.) 

If you are pressed for RAM, the shell 
provides options for configuring the 
memory allotted to the text buffer, as 
well as the program buffer. This is a 
major blessing for 520ST users. 

As with LDW Basic, you can execute 
any existing GEM program from within 
the HiSoft Basic Professional shell. 


'--- SUB 

FindPath 

LOCAL addr&, hold, i, targstr$, A$ 
SHARED Path$ 


' the array dumbuffer () is DIM in main program module 

i=FNdgetdrv%: Path$=CHR$(i+65) 

' Get current drive 

dgetpath varptr(dumbuffer(0) ) , 0 

' Load buffer w/path data 

addr&=varptr(dumbuf f er ( 0) ) 

■. do 

' Pointer to buffer 

hold=peekb ( addr& ) 

' Read one byte at a time 

IF hold=0 THEN EXIT loop 

' Exit on empty buffer 

targstr$=targstr$+chr$(hold ) 
incr addr& 

' Build the path string 
' Increment the pointer 

loop 

Path$=Path$+ ": ”+targstr$+"\*.DAT" 

' Append path to drive 

END SUB 


Figure 1. Code to assemble a pathname expression. 


? TIME$ 

FOR L%=T TO 5000 
A! “((4+L%)-4)*(L%/(6*12)i 
NEXT L% 

? A! 

? TIME$ 


dependent on these libraries for many 
common functions, a program that did 
not require access to at least one of them 
would be a very limited program, in¬ 
deed. 

Program Execution Speed 


The Editor 

Because HiSoft Basic Professional is 
a basic compiler, it does not provide 
instantaneous syntax checking, nor 
does it enforce a rigorous coding for¬ 
mat. HiSoft compiles ASCII source 
files; thus, any program file in ASCII 
format, if developed on a different 
brand of computer, can easily be 
merged into the HiSoft environment. 

Although the HiSoft editor allows 
only one file in memory at a time, you 
can merge existing files into the current 
file. Also, the block copy function re¬ 
tains text between file loadings, so you 
can cut a block, load a new file, then 
copy the block into the new file. 

An option in the HiSoft shell (easily 
accessible from within the editor), al¬ 
lows you to configure the numeric key¬ 
pad of the ST so that 1 =end-of-line, 
2=cursor-down, 3=page-down, 4=cur¬ 
sor-left, 6=cursor-right, 7 = start-of- 
line, 8=cursor-up, and 9=page-up. If 
you use this option, you will quickly 
realize that the page-up and page-down 
keys make the HiSoft editor one of the 
fastest scrolling editors currently avail¬ 
able for the ST. 

HiSoft provides all of the standard 
features that accompany a full screen 
text editor: goto top, goto bottom, goto 
line number, delete line, yank (to buff¬ 
er) and copy, search and replace, and 
block yank, copy, move, paste, and 
print. All editor commands can be se¬ 
lected through the friendly features of 
the GEM interface or through a con¬ 
ventional keyboard alternative. Al¬ 
though occasionally misaligned by one 
line, the jump-to-error function is an 


Figure 2. Execution-speed benchmark code. 

extremely useful tool. The HiSoft editor 
is a quick and efficient. 

The Compiler 

Very few changes are required in or¬ 
der for the HiSoft compiler to handle 
code that was developed with ST Basic 
version 1, but the additional features of 
ST Basic version 2 are not directly sup¬ 
ported. The HiSoft manual lists 30 ST 
Basic version 2 commands that must be 
re-defined before HiSoft can compile 
the program. 

Although HiSoft claims to be mod¬ 
eled on Microsoft’s QuickBasic version 
3, the HiSoft manual lists 36 Quick- 
Basic commands that are either not sup¬ 
ported or require modification before 
HiSoft can compile the source code. 
Couple this with the fact that Quick- 
Basic is currently in version 5, and com¬ 
patibility becomes almost non-existent. 
Do not expect to make any quick-and- 
dirty conversions between QuickBasic 
and HiSoft. 

Once source code is in the correct 
format, the HiSoft compiler deals with 
it quickly and efficiently. Working from 
a hard drive, HiSoft compiled a 412- 
line source file in 14 seconds, including 
use of disk-based AES, VDI, and BIOS 
libraries. When using a double-sided 
floppy, the compilation speed of the 
same program increased by only three 
seconds. 

Programs that do not require use of 
the operating system interface libraries 
compile almost instantaneously. How¬ 
ever, considering that HiSoft Basic is 


To test the execution speed of an 
LDW Basic compiled program, I used 
the code shown in Figure 2. 

Program execution for the test loop 
under standard ST Basic took 26 sec¬ 
onds. Compiled under LDW Basic, the 
program completed the same loop in 
eight seconds. HiSoft Basic Profession¬ 
al performed this same test loop in less 
than two seconds. Very impressive. 

How about screen updating? While 
using the v_gtext VDI routine for out¬ 
put, HiSoft wrote, cleared, and rewrote 
40 screens of text in six seconds—al¬ 
most seven rewrites per second. Each 
screen consisted of 15 lines with 75 
characters in each. (This test was per¬ 
formed while TurboST by SofTrek, 
which increases the speed of VDI rou¬ 
tines, was installed on my computer. 
Without TurboST, the results would 
have been less impressive.) The same 
test using standard PRINT statements 
required 18 seconds to run. 

The HiSoft Manual 

The 477-page HiSoft manual is well 
organized. The table of contents is a 
user-friendly 23 pages long. A tutorial 
takes you through the full creation of 
two sample programs, dealing with 
graphics, records, and disk files as it 
goes along. 

The program editor is discussed in 
detail, HiSoft programming concepts, 
including character sets, program lines, 
labels, data types, constants, variables, 
reserved words, arrays, operators, sub¬ 
programs, functions, parameters, and 
compiler limitations are thoroughly de¬ 
scribed. Brief program examples ac- 
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company almost all descriptions in the 
HiSoft Basic Professional command 
reference. 

Certain of the supplied libraries are 
discussed in much greater detail than 
you would expect to find in a Basic man¬ 
ual. This is important, because although 
HiSoft’s names for various low-level 
routines are very similar to those used in 
standard OS reference works, some of 
the routines themselves function differ¬ 
ently. 

Other libraries—notably that for 
GEM AES—are described in insuffi¬ 
cient detail. For example, of the dozen 
or so messages that can be returned by 
the GEM window manager, the HiSoft 
manual discusses only one, while exam¬ 
ples of a few others are relegated to 
sample source code supplied on disk. To 
use HiSoft Basic effectively, you will 
need additional documentation. 

The manual does describe how to 
load and use resource files, how to set 
the compiler options, and how to use the 
stand-alone .TTP compiler. It also pro¬ 
vides a complete list of error mes¬ 
sages—both run-time and compiler, di¬ 


rections for converting other basics into 
HiSoft format, details on creating and 
using assembly language to create Hi¬ 
Soft library routines, a “hints and tips” 
section, program profiling information, 
and technical support data. 

This manual provides more detail 
and data than any Atari Basic manual 
created to date. I have 17 Atari-specific 
programming manuals, not one of 
which provides as much detail about the 
Atari ST as does the HiSoft manual. 
Why, then, the omissions? A smatter¬ 
ing of everything and not enough of 
anything—this is the primary strength 
of the manual—and its main weakness. 

System Requirements 

HiSoft Basic is distributed on two 
single-sided disks, which are not copy¬ 
protected. Any Atari ST system config¬ 
uration can be used for the compilation 
process. This includes a single disk drive 
(single- or double-sided), two drives, or 
a hard drive. You can use either a color 
or a monochrome monitor; both editor 
and compiler will execute from any res¬ 
olution. Compiled programs are execut¬ 


able programs and do not require a run¬ 
time package. 

To distribute applications programs 
developed using HiSoft Basic Profes¬ 
sional you do not need a Developer Li¬ 
cense from HiSoft; nor must you in¬ 
clude a HiSoft copyright notice. 

MichTron provides first class, profes¬ 
sional user support. The company oper¬ 
ates its own BBS and a support round¬ 
table on Genie. Efficient telephone 
support is also available. 

Conclusions 

HiSoft Basic Professional is a superi¬ 
or programming tool, but it suffers from 
overuse of C-like utilities and volumi¬ 
nous, but inadequate documentation. 
The Shell programming environment is 
versatile and easy to use. The compiler 
is quick. The editor is like lightning. 
And final compiled programs function 
quickly and correctly. 

If, ; &s a Basic programmer, you are 
willing to suffer something of what C 
programmers suffer to obtain superior 
results, HiSoft Basic Professional could 
well be the language for you. ■ 


NeoDesk 2.0 

The Desktop Alternative 



Icon & text displays not available at the same time. 

The Ultimate Upgrade for the Atari ST!! 

NeoDesk is a complete replacement for the built-in GEM 
desktop. Its hundreds of features are clearly documented in an 
85+ page illustrated manual. Once you try NeoDesk you will 
never want to use the old desktop again! 

Features Include: High-speed file and disk operations (no more 
multiple disk swaps!) * Unique custom file icons for any file 
(includes icon editor) * Place commonly used file icons right on the 
desktop ’ Run these from the mouse or keyboard (hot keys) * Twenty 
character editable disk volume name * Replacement control panel 
with corner clock and screen saver * Printer queue ’ Keyboard 
equivalents for all commands ’ Mono & color support * Improved 
disk formatting ' Enhanced install application (This one works!) ’ File 
templates * 25%-30% faster windows * Requires less than 21K of RAM 
’ Place a picture on the desktop * Multiple desktops ’ Many more! 

For Only $49.95 

GRIBNIF SOFTWARE 

Orders only: (800) 999-GRIB ’ Inquiries: (413) 584-7887 
Fax: (413) 584-2565 ’ P.O. Box 350 ' Hadley. MA 01035 


ATHENA II 


" Overall, with its power and 
price, Athena II is a worthy 
competitor to the better known 
CAD packages AutoCAD and 
VersaCAD" 

MicroCAD News, November 1987 


Computer Aided Design for the 
Atari ST is now available at a 
price that anyone can afford, and 
features that rival systems costing 
much more!! 


$ 99.95 



Software Inc. 


P.O. Box 1144, Orem, Utah 84058, (801) 226-3270 
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■ wwb Please enter my subscription 
to Atari Explorer at the money-saving rate I 
have checked below. 


My computer is: dST D8-bit □Game System 
Name_ 


Address. 


Atari 
Explorer 


The User-Friendly Computer Magazine 


Why did you originally buy an Atari comput¬ 
er? To do word processing? To compose 
music? To manage your business? To play 
games? Chances are, whatever your initial 
reason for buying an Atari, you’ve discovered 
that it has many additional capabilities and 
potential applications. 

The flip side of the coin is that you’ve 
probably experienced some frustration as 
well. Maybe your word processing package 
won’t do subscripts or underlining. Perhaps 
your database won’t sort on as many fields as 
you need. Or, it could be that when you write a 
program, your whole system acts user-hos¬ 
tile. 

Depending upon the balance between your 
satisfaction and your frustration, you may 
continue to use your computer or set it aside. 
But there is a better way: Atari Explorer. 

As the premier magazine for Atari comput¬ 
er owners, it is our responsibility to make sure 
that you get the most out of your computer. To 
us, that means making sure your Atari does 
more than you bought it to do, more than 
friends’ and associates’ computers do, and 
more than you ever imagined a computer 
could do. 

To make sure that you get the most out of 
your computer, Atari Explorer brings you ob¬ 
jective, in-depth reviews of hardware and 


software; up-to-date information about new 
products; practical tutorials; stimulating col¬ 
umns; thought-provoking articles; and valu¬ 
able inside information. 

Hard-Hitting Evaluations 

At Atari Explorer, we obtain new peripher¬ 
als and software packages as soon as they 
are released. We put them through their 
paces in our on-site laboratory and also in the 
environment for which they are intended— 
home, office, lab, or school. 

Our evaluations are unbiased and accu¬ 
rate. We are not afraid to call a spade a spade 
or a lemon a lemon. Our first obligation is to 
you, our readers, and editorial excellence and 
integrity are our highest goals. 

Practical and Stimulating 

We know that some of our readers are 
beginners and others are experts. Thus it is 
our responsibility to make what we publish 
both comprehensible to newcomers and in¬ 
teresting to veterans. That does not neces¬ 
sarily mean that the material is simple; we 
know you like to be challenged. What it does 
mean is that we provide the inexperienced 
user with every possible means to seize the 
subject matter and make it his own. 

However, we don’t want the experts to be 


bored, so although articles are accessible to 
beginners, they are theoretically non-trivial, 
cover topics in depth, and present informa¬ 
tion on more than one level. 

At Atari Explorer, we are intensely inter¬ 
ested in all aspects of computing. Ours is the 
magazine of pragmatic applications, commu¬ 
nicative graphics, stunning animation, mind¬ 
expanding games, and realistic simulations. 
We take our business seriously, but we have 
fun too. We are convinced that you will, too, 
when you go exploring with the Atari Explorer 
family. 

A Great Deal! Guaranteed! 

To order your subscription to Atari Explorer, 
simply fill out the coupon and mail it to the 
address below. There is no risk; if at any time 
your are not completely satisfied, we will 
refund the unfilled portion of your subscrip¬ 
tion—no questions asked. 

By subscribing now, you’ll be on the inside 
track to Atari—the company, the people, and 
the products—you won’t miss a single infor¬ 
mation-packed issue, and you’ II save 16% to 
25 % over the newsstand price. Act today! 

Send to: Atari Explorer 
CN961 

Netcong, NJ 07857 


USA Canada* Foreign* 

6 issues D$14.95 D$19.95 D$24.95 

18 issues n$39.95 D$54.95 D$69.95 

* Checks must be in US funds 
and drawn on a US bank. 


City__State_Zip 

□ Payment enclosed □ Visa □ MasterCard 

Credit card number_ 

Expiration date_ Signature_ 


Send to: Atari Explorer, CN961, Netcong, NJ 07857-0961. 

















Atari Portfolio 


A close look at Atari’s sleek new handheld MS-DOS machine 


O ne of the most perennially in¬ 
triguing ideas in personal com¬ 
puting was first advanced by 
Alan Kay during his tenure at Xerox 
Palo Alto Research Center in the late 
1960’s. Kay envisioned the ultimate hy¬ 
brid of microcomputer and communica¬ 
tions technology—a powerful, multi- 
media terminal and computing engine 
in a handheld package. Called Dyna- 
Book, the device would serve its user 
locally as secretary, teacher, and tool— 
globally as an intelligent gateway into a 
worldwide network of information re¬ 
sources. 

In the years since Kay first suggested 
DynaBook, the inspiration to create 
“the ultimate portable/personal elec¬ 
tronic device” has surfaced again and 
again, ultimately forking into two dis¬ 
tinct philosophies of innovation. On the 
one hand, the philosophy of portable 
computing (whence “luggables” and 


“laptops”) says that we ought to be able 
to take our office electronics on the 
road. 

On the other hand, the philosophy of 
personal electronics (whence Sony 
Watchmen, wristwatch-datebooks, 
electronic running shoes, calorie calcu¬ 
lators, and the like) says that we ought 
to apply vest-pocket microtechnology to 
the problems of everyday life. 

In many ways, the two philosophies 
are mutually exclusive—the former, ul¬ 
timately public and driven by the will to 
power; the latter, eminently private and 
driven by the will to... well, cuteness. It 
is hardly surprising, therefore, that only 
a handful of products have aspired to 
crossover status—none of them with 
complete success. 

Not, at least, until the middle of this 
year, when Atari announced its new 
Portfolio handheld MS-DOS comput¬ 
er. Having recently spent several days 


Before you even 
turn it on, the new 
Atari Portfolio is 
quite the little fashion 
statement with its 
subtly color-coordi¬ 
nated display and 
keyboard. Note that the 
caption s. sheet under the 
W key on this prototype 
reads a more mnemonic 
w. sheet on production models. 


playing with the Portfolio in final proto¬ 
type form, I would be willing to advance 
the claim that Atari has come closer 
than anyone else to successfully resolv¬ 
ing the DynaBook compromise between 
objective power and subjective charm. 
Here we present a first, in-depth look at 
the Atari Portfolio. Whether it be the 
perfect capitalist tool or the ultimate 
executive plaything, we’ll let you de¬ 
cide. 


Externals 

Since its announcement, the Portfolio 
has repeatedly been described as being 
“slightly smaller than a standard video 
cassette.” Not to quibble, but aside 
from MTV execs and pornographers, 
what kind of businessperson carries a 
video cassette around in his breast pock¬ 
et? To clarify, then, the device measures 
about 8 // X4 // Xl // and weighs quite a bit 
less than one pound. 

It is, therefore, just about the size of a 
gentleman’s portfolio (and you thought 
Atari just made these names up!) and 
will fit comfortably into the inside 
breast pocket of any decently-tailored 
suit coat (Burberry’s, Armani, etc.) 
without spoiling the line. 

The Portfolio is housed in dark, char- 
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coal-grey, kid-finish PCB—an ad¬ 
vanced plastic that resists fingerprint¬ 
ing and feels slightly warm to the touch. 
The case is lightly knurled at the cor¬ 
ners and contoured in such a way that it 
can be removed from and returned to 
the abovementioned suit coat pocket 
with a casual gesture. The top of the 
case is unmarked. 

The memory-card drive aperture—a 
small slot—opens on the left-hand side. 
At the right, curving around toward the 
bottom of the case, is a contoured panel 
that covers the 60-pin smart cable con¬ 
nector. At the bottom rear of the case, a 
similar panel covers the battery well, 
which accomodates three A A batteries. 
The bottom of the case also sports a 
deeply recessed reset button, and a 
slightly raised, rubber friction strip, de¬ 
signed to keep the Portfolio in place on a 
desktop. 

The case is opened by sliding to one 
side a pair of locking tabs on the front 
edge. In mild contrast to its sombre ex¬ 
terior, the inside of the Portfolio is done 
in light gray, with logo and geometric 
accents in deep lavender. The LCD 
screen is standard issue slate grey- 
green, displaying matching lavender 
text. Tiny, multipurpose keytops, whose 
background color matches the grey- 
green of the display, are delicately cod¬ 
ed in jet-black, red, and lilac. Inset to 
the left of the screen, a small, faux Art 
Deco grille hides a piezoelectric speak¬ 
er, used to tone-dial telephones and pro¬ 
duce the usual assortment of clicks and 
beeps. 

In short, even before you turn it on, 
the Atari Portfolio is quite the little 
fashion statement—conservative, but 
with a distinctive flair. One could do 
worse, in fact, than simply dress to 
match the machine .. . dark grey suit, 
lavender cravat, MontBlanc fountain 
pen, and your Portfolio. What more 
does the modish captain of industry re¬ 
quire? 

First Contact 

Don’t bother looking for an on-off 
switch; the Portfolio coldstarts when 
you first install the batteries. There¬ 
after, the machine is always on, protect¬ 
ing the files stored in its memory, 
though its screen shuts down automati¬ 
cally whenever the machine is idle, thus 
conserving battery power (the screen 
can also be shut down manually by 
pressing the O key in combination with 
the special Atari-symbol master func¬ 
tion key or by entering OFF at the MS- 
DOS command prompt). 


Atari Portfolio 


Processor: 80C88 (CMOS 8088), 

4.77 MHz 

Memory: 256K ROM, 128K RAM; 

expandable to 800K+ 

Dimensions: 8"X4"X1" 

Weigth: <1 lb. 

Display: Reflective supertwist LCD. 

40-charactersX8-lines 
Keyboard: 63-key PC-compatible with 
special function keys, embedded 
numeric keypad. 

Mass storage: 1 RAMcard drive 
Ports: Power adapter, 60-pin bus/ 
peripheral connector 
Operating System: DIP DOS (MS-DOS 
2.11 superset compatible 
Power requirements: 3 AA batteries 
Peripherals: 360K RAM expansion; 
256K RAM expansion/RAMdrive; 
RS-232 smart connector; Centronics 
parallel smart connector. Prices not 
yet available 
Price: $399 
Manufacturer: 

Atari Corp. 

P.O. Box 61657 
Sunnyvale, CA 94088 


A set of NiCads on the circuit 
board—trickle-charged by the main set 
of AA cells—protects the memory even 
when batteries are removed for replace¬ 
ment. Depending on how the machine is 
used, battery life naturally varies. How¬ 
ever, you can expect a set of alkaline 
AA’s to last for several weeks. 

Press any key, and the lavender-on- 
grey screen jumps to life, displaying 
your cursor just where you left it when 
you closed the case. The jewel-like key¬ 
board bears a total of 63 keys, labeled in 
standard QWERTY fashion and ar¬ 
ranged in offset rows like those of a 
normal-sized computer or typewriter. 

There are two Shift keys, a Return 
key, and a spacebar—all where you 
would expect them to be and all correct¬ 
ly proportioned, though still very small. 
The Control, Alt, and Fn (Function) 
keys lie to the left of the spacebar along¬ 
side the Atari-symbol key (used mostly 
to access special functions of the built- 
in application package) and the Lock 
key (used as both shift and numeric 
keypad lock, as well as to display the 
current date and time). Four cursor- 
control keys lie in a row to the right of 
the spacebar. 

The ten function keys of the IBM PC 
are emulated by pressing a number key 
(0-9) along with the Fn key. As is com¬ 
monly the case with portable comput¬ 


ers, a group of alphabetic keys to the 
right of the keyboard does double-duty 
as a numeric keypad. Indeed, most of 
the Portfolio keys do some sort of dou¬ 
ble-duty when used in combination with 
a function key. Many features of the 
built-in applications package are as¬ 
signed to individual keys, greatly sim¬ 
plifying work with these powerful pro¬ 
grams. 

The key mechanisms themselves are 
very much like those found on a real 
computer keyboard—this as opposed to 
the membrane or Chiclet keys common¬ 
ly found on devices of similarly diminu¬ 
tive size. The keyboard offers distinct 
positive feedback, and the system sup¬ 
ports audible key-click (which can be 
turned off, if desired). 

Unfortunately, the thing is just mar¬ 
ginally too small to type on normally— 
at least without some practice. Two- 
finger hunt-and-peck is thus the order 
of the day, though the fact that the keys 
are laid out in offset rows makes this 
more comfortable and rapid than it oth¬ 
erwise might be. Interestingly, the Port¬ 
folio keyboard can be reconfigured in¬ 
ternally to conform to the French 
AZERTY or the German QWERTZ 
pattern, so executives should be hunt- 
ing-and-pecking all over the Common 
Market before too long. 

DIP DOS? 

The onboard software for the new 
machine was designed by Distributed 
Information Processing, of Guildford, 
England, under contract to Atari Corp. 
Although the software is quite fully in¬ 
tegrated, the Portfolio user perceives it 
as falling naturally into two conceptual 
layers. 

The first layer is DIP DOS, an appar¬ 
ent clone of MS-DOS 2.11—the most 
widely-distributed version of Micro- 
Soft’s disk operating system for the 
IBM PC and compatibles. DIP DOS 
looks and works exactly like MS-DOS 
under COMMAND.COM, presenting you 
with a command-line interface to vari¬ 
ous disk (or, in the case of the Portfolio, 
internal RAMdisk or removable RAM¬ 
card), I/O, program control, batch pro¬ 
cessing, configuration, file and directo¬ 
ry management, and other functions. 

The second layer is the internal DIP 
applications, which pop up from behind 
DOS when you press Atari/Z or enter 
the Portfolio-specific command app at 
the command prompt. 

The major difference between MS- 
DOS 2.11 and DIP DOS is that the 
former is designed to load from disk, 
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Dir 

Disk 

Etc... 
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goto 



igure 1. Commands available under MS-DOS-compatible DIP DOS 2.11. 


whereas the latter is built into the Port¬ 
folio ROM. DIP DOS is thus in a posi¬ 
tion to finesse the distinction MS-DOS 
normally makes between internal com¬ 
mands (functions, such as DIR, built 
into the resident portion of DOS) and 
external commands (functions, such as 
FORMAT, loaded from disk and execut¬ 
ed as applications). All DIP DOS stan¬ 
dard commands are internal, meaning 
that under normal circumstances, Port¬ 
folio users will not be obliged to set up a 
special DOS directory and employ the 
PATH command to retain constant ac¬ 
cess to frequently-used external com¬ 
mands. 

In all other respects, DIP DOS seems 
to work like an ever-so-slightly-im- 
proved version of MS-DOS 2.11. Figure 
1 shows the standard command set as 
displayed by the DIP DOS help com¬ 
mand (MS-DOS does not normally 
support a help function, which is one 
way in which DIP DOS is ever-so- 
slightly-better!). 

Standard MS-DOS input and output 
redirection (via the <, >, and >> sym¬ 
bols) is supported, though piping (usu¬ 
ally accomplished with the | character) 
is not. A full brace of devices (CON:, 
PRN:, etc.), including a “black hole” 
null device (NUL:) is available. 

Environment strings seem to be 
present and handled normally (at least 
if one can judge by the presence of a SET 
command). The absence of a MODE 
command is justified by the extensive 
system-setup facilities provided with 
the built-in application package. 

Though technical documentation 
was not available at the time of this 
writing, DIP DOS is said to be in most 
respects internally compatible with 
MS-DOS as well, and Atari assures us 
that a good degree of BIOS-level com¬ 
patibility with the PC has also been pre¬ 
served. As a result, provided they are 
made available on RAMcard or can be 
downloaded, most well-behaved PC ap¬ 
plications should run just fine on the 
Portfolio, either as is or with minor revi¬ 
sions. 

The major difficulty, of course, is the 
Portfolio screen, which in its native 
mode offers only eight lines of 40 char¬ 
acters each. Alternatively, the screen 
can be reconfigured to act as a window 
that scrolls over an 80X25 virtual “PC 
monochrome” display, and for certain 
applications, this may a workable solu¬ 
tion. 

The other problem, at least in the 
short run, is memory. The basic Portfo¬ 
lio contains 256K of ROM but only 


128K of RAM, dynamically allocated 
as both “disk” space and application 
store. 

This is where the 60-pin smart con¬ 
nector comes in. Ultra-compact expan¬ 
sion modules that plug into the connec¬ 
tor will be available in two flavors: one 
with 360K RAM and the other with 
256K RAM and a second RAM drive, 
destined to become drive B. 

At least two of these expansion mod¬ 
ules can be chained to the connector 
(this will not inhibit the use of the con¬ 
nector to attach peripherals), giving the 
Portfolio a maximum configuration of 
better than 800K RAM on-board— 
more than enough to run all but the 
most memory-hungry applications. 
This in a box the size of a pencil case! 

As you would expect, the Portfolio 
employs a fully MS-DOS compatible, 
hierarchical filing system. Physically 
speaking, however, the mass storage for 
the tiny device, both internal and exter¬ 
nal, is RAM-based. A portion of inter¬ 
nal RAM is addressed as drive C (nor¬ 
mally the hard disk on a PC) and is 
viewed as the boot drive. The built-in 
RAMcard drive is drive A. If attached, 
an optional external RAMcard drive 
can be addressed as B). 

RAMcards, like floppy disks, must 
be formatted before use; hence the FOR¬ 
MAT, FDISK, and CHKDSK commands. 
On the subject of RAMcards, I am sor¬ 
ry to report that I was unable to exam¬ 
ine any. However, Atari’s engineers 
confirm that Portfolio RAM cards will 
be available in a variety of capacities, 
that they employ volatile CMOS RAM 
memory backed up by a battery with 
approximately a one-year life span, and 
that they are extremely durable. 

The Applications 

In addition to the power and versatili¬ 
ty that derive from being able to run 
MS-DOS software, an extensive system 
of integrated applications, most of 
which can communicate with one an¬ 
other via a shared “clipboard” facility 


makes the Portfolio even more useful. 

The applications suite consists of an 
address book, a sophisticated business 
calculator, an appointment calendar (or 
diary), a text editor, a spreadsheet, and 
a system setup utility. The applications 
are accessed (mostly via single key¬ 
stroke commands) through an easy-to- 
understand, hierarchical menu system 
and are always available (in the manner 
of SideKick), even when an MS-DOS 
foreground application is running. 

While the Portfolio programs are not 
as self-explanatory as many Atari ST 
applications, it is possible to do consid¬ 
erable useful work with the built-in 
tools without ever looking at a manual. 
Without going into excruciating detail, 
my overall impression of the Portfolio 
applications is that they are enormously 
sophisticated in comparison with other 
programs of this type that I have seen. 

The address book is just that—a Ro- 
lodex-type program optimized for the 
storage and retrieval of names, address¬ 
es, and telephone numbers. It is particu¬ 
larly strong in terms of its ability to 
parse and understand telephone data. 
You can specify dial prefixes for overall 
or specific application, switch between 
local and long distance autodial options 
with a single keypress (useful if, for 
example, you often have to dial the 
same numbers locally and via long dis¬ 
tance, as a travelling salesperson 
might), and make temporary changes to 
phone numbers without permanently 
altering the address-base records. 

Autodialing from a touch-tone phone 
is as simple as holding the phone hand¬ 
set up to the Portfolio speaker and 
pressing a key. Clearly, this is a ma¬ 
chine designed for use on the road. 

The calculator is marvelous. Totally 
unlike most computer-based calculator 
utilities, the Portfolio calculator works 
like a combination of a standard office 
adding machine, mini spreadsheet, and 
full-featured scientific calculator/ex- 
pression evaluator. The calculator has 
five memories, operates in general, 
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fixed-point, scientific, and engineering 
modes; and offers an unusually wide 
range of numeric formats and func¬ 
tions, including a brace of percentage- 
calculation tools that must be seen to be 
believed. 

As you work with the calculator, it 
maintains an in-memory “tape” of the 
expressions you have entered. This tape 
can then be edited in various ways, per¬ 
mitting “what-if ’ modifications to val¬ 
ues and operators. New results are pro¬ 
duced instantly whenever a change is 
made. 

The Diary, or appointment calendar, 
is also quite different from, and more 
efficient than, most similar applications 
that you might see running on a desktop 
PC. The biggest problem with calendar 
programs, in general, is that they group 
appointment information inefficiently. 
It is often impossible, for example, to 
view two days worth of appointments at 
once. 

The Portfolio Diary, by contrast, 
seems to have been designed with effi¬ 
cient information-grouping in mind. 
The Diary is set up around a calendar 
display that can be scrolled by weeks, 
instead of the usual months. Thus you 
can get an overall view of appointments 
for the end of September and the begin¬ 
ning of October, for example, without 
cumbersome calendar-page flipping. 

In similar fashion, depending on how 
many appointments you have recorded 
for a single day, you can view detailed 
notes for several days worth of appoint¬ 
ments on the same screen. Appointment 
times can be altered conveniently with¬ 
out extensive editing, and regular ap¬ 
pointments that occur daily, weekly, 
week-daily, monthly, or yearly can be 
set to re-activate themselves on the ap¬ 
propriate dates, automatically. Natu¬ 
rally, alarms can be set to remind you of 
any appointment, and Portfolio will 
switch on automatically and sound 
these alarms, even if currently dormant. 

The Portfolio text editor is a bit of a 
disappointment. While it supports word 
wrap, a wide range of fast cursor-move¬ 
ment commands, and a variety of delete 
commands (all of which can be “undon- 
e”), it does not offer the kind of cut-and- 
paste features required to do real edit¬ 
ing. Perhaps this deficiency can be 
excused, based on the fact that the Port¬ 
folio itself isn’t really a typing machine. 
Still, I have this vision of eventually 
training myself to type on it at normal 
speed . . . 

If the text editor is a letdown, the 
Portfolio spreadsheet more than makes 


While of limited size, 

the spreadsheet is closely 
compatible with industry- 
standard Lotus 1-2-3. 



up for it. While of limited size (127 
columns by 255 rows), the spreadsheet 
is, in most other respects, closely com¬ 
patible with industry-standard Lotus 1 - 
2-3 , offering a full set of functions, a 
variety of cell-reference options, range 
functions, etc. An added plus: the 
spreadsheet both reads and writes Lotus 
.WKS and .WKl file formats, simplifying 
data interchange with a desktop system. 

Finally, we come to the setup utility, 
which is sophisticated enough to be re¬ 
ferred to as an application in its own 
right. The Portfolio Setup program goes 
way, way beyond the standard MS- 
DOS MODE command in placing both 
hardware and software functions under 
your control. You can re-configure the 
display in a variety of ways, allowing for 
the differnet ways in which MS-DOS 
programs may function in addressing 
the Portfolio screen. 

Sounds produced by the system can 
be controlled and muted. The language 
of prompts and instructions used by the 
internal applications can be changed 
from the default of English to either 
French or German, and while I can’t 
judge the German, the quality of the 
French translations is both idiomatic 
and correct. This is clearly a machine 
designed to reach an international audi¬ 
ence. 

Settings for the printer and RS-232 
port can be defined, and Setup even 
performs file transfers. Unfortunately, 
because the Portfolio I worked with was 
not equipped with the appropriate 
smart cables for linking to printers or 
modems, I cannot yet comment on the 
latter features. 

Documentation 

As might be expected, the Portfolio 
documentation is extensive, centering 
around a 237-page general manual of 
instructions that covers basic system 
setup, DIP DOS, and the internal appli¬ 
cations. The manual is clearly—even 
elegantly—written and can easily be 
followed by the novice. Numerous 


“convenience” lists—a list of Lotus 
functions not supported by the Portfolio 
worksheet, for example—have been in¬ 
cluded to make learning easier. 

Though lacking a full index, the man¬ 
ual does sport a multi-page analytical 
table of contents, which may be even 
more helpful. 

Unfortunately, the stuff I really want 
to read—memory maps, lists of DOS 
and BIOS calls, hardware details, de¬ 
velopment tool specs, and so on—are 
nowhere to be found. Hopefully (nudge, 
nudge, hint, hint) Atari will release this 
information with the machine or make 
it available at reasonable cost. 

Conclusion 

At the time of this writing, Atari is in 
receipt of final revisions for the internal 
software for Portfolio, and the machine 
is heading toward the tooling jig. By the 
time you read this, Portfolios will be 
heading out the door. For now, certain 
questions remain: Will expansion de¬ 
vices and connectors be available when 
the Portfolio is released, and how will 
they be priced? Will RAMcards be af¬ 
fordable enough to use for archival stor¬ 
age or will we have to alter our accus¬ 
tomed methods of handling mass 
storage to accomodate the advanced 
technology of the Portfolio? When, and 
what kind of third-party software will 
be available? 

This last question, at least, is in the 
process of being answered: Atari is ac¬ 
tively promoting the machine among 
MS-DOS developers and expects to re¬ 
lease a full list of software available in 
RAMcard format. 

In the meantime, there is the question 
of how to get MS-DOS software over to 
the Portfolio. A lot will depend on how 
soon an error-free file-transfer utility 
suitable for communication of execut¬ 
able files becomes available. The Port¬ 
folio Setup application file-transfer 
utility is designed to move text files back 
and forth and is not appropriate for 
transferring executable code. The alter¬ 
native, of course, is to create a RAM¬ 
card drive that hooks to a PC ... no 
word as to whether this is in the works. 

The answers to these questions will 
define Atari’s attitude towards their 
marvelous new product, and perhaps ul¬ 
timately determine its success or fail¬ 
ure. For now, I’ve seen enough to be 
convinced that the basic design of the 
Portfolio is both sound and extremely 
marketable. Not to put too fine a point 
on it, but I think they’re going to sell a 
million of ’em. ■ 
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Portable Color 
Game System 


Atari wows Summer CES audience with an entertainment first 


built-in color LCD monitor with a reso¬ 
lution of 160X102 pixels. Up to 16 col¬ 
ors, displayed from a palette of 4096 
colors, and four-channel sound enhance 
game play. 

The system runs on six AA batteries. 
It can also be powered by an AC adapt¬ 
er or a cigarette lighter adapter. 

Developed by Epyx, the Portable 
Color Game System runs at 16 MHz 
and has sophisticated graphics capabili¬ 
ties built in to the hardware. If, for ex¬ 
ample, you find yourself heading to¬ 
ward a mountain in a flying simulation, 
the mountain will automatically grow 
larger as you approach; the system 
scales the terrain automatically. 

For multi-player contests, gamers 
can connect up to eight units with a 
cable and compete using a single piece 
of software. 


A unique feature of the system is the 
ability to provide each player with a 
first-person view of the action. For ex¬ 
ample, one of the racing titles that will 
be introduced later this year, allows two 
or more players to compete. If you are in 
second place, the lead car becomes larg¬ 
er on your screen as you approach and 
attempt to overtake it. If you succeed in 
passing, your opponent is treated to a 
view of the rear of your car as you take 
the lead. 


Game Controls 

Game control is accomplished via an 
eight-direction joypad and two fire but¬ 
tons. Two option buttons and a pause 
button are located alongside the screen, 
where they can be used in combination 
to flip the screen display 180°, provid¬ 
ing comfortable play for both right- and 
left-handed gamers. 

Contrast and volume can be adjusted, 
and a headset jack is provided for those 
times when even low volume is inappro¬ 
priate. 


Software 

Games for the Portable Color Enter¬ 
tainment System are available on credit 
card-sized game cards that slip inside 
the unit. One game, California Games 
is included in the purchase price, and 
five additional packages are available 
separately for $34.99 each. 

California Games offers four differ¬ 
ent California-style sports—skate¬ 
boarding, surfing, foot bagging, and a 
BMX bike race—in four different loca¬ 
tions within the Golden State. The 
game can be played by from one to four 
players. 

Blue Lightning puts you in the cock¬ 
pit of the fastest aircraft ever designed 
and challenges you to fight off enemy 


H ave you seen anything interes¬ 
ting?” is the trade show equiv¬ 
alent of “Have a nice day.“ 
Vacuous and prosaic, it rolls off show- 
goers’ tongues like an initiate’s greeting 
at the clubhouse door and often signals 
the end, rather than the beginning, of a 
conversation, because the only really 
cool answer is a blase “No, nothing real¬ 
ly*” 

But this year at the Summer Con¬ 
sumer Electronics Show there really 
was something interesting, and people 
were talking about it and begging for a 
chance to play with it. 

Without a doubt, the most exciting 
product introduced in the computer 
games area of the show was Atari’s Por¬ 
table Color Entertainment System, the 
world’s first color hand-held video game 
system. 

The one-pound unit, which is slightly 
larger than a videocassette, has V/f' 










Time Quests & Treasure Chests 


aircraft and avoid bursts of rocket fire 
from the ground. The program includes 
variable speed control, eight-directional 
maneuverability, five types of terrain, 
jet-equipped air-to-air and air-to-sur- 
face missiles, and ten different missions 
of increasing difficulty. 

Time Quests & Treasure Chests is a 
single- or multi-player game that sends 
you on a search for the Star Gem, a 
mythical stone that bestows eternal life. 
You choose one of eight characters, 
each of whom has different abilities, 
and in a multi-player game, characters 
can search individually or as a team. 
Among other things, your character 
meets 20 kinds of enemies on 20 levels. 

The Gates of Zendocon is an arcade 


Games. 

game that challenges you to defeat 50 
varieties of hostile aliens as you journey 
through 50 different universes. Armed 
with a neutrino laser, photon bombs, 
and a destructor shield, you must land 
on hostile bases to refuel or replace a 
damaged fighter craft. 

In Impossible Mission your goal is to 
rescue the President’s daughter, who 
has been taken hostage by the Criminal 
Brain. Among the obstacles you face 
are mazes, exploding traps, electrified 
floors, and criminal droids. Information 
screens display time remaining, body 
damage, and weapon charge. 

Monster Demolition casts you in the 
role of a mutant monster bent on de¬ 
stroying buildings, cars, trucks, planes, 
tanks, and anything else that gets in 
your way. The multi-player game fea¬ 
tures 15 levels of difficulty and an as¬ 
sortment of talented monsters. 

Atari and Epyx are aggressively pur¬ 
suing licensing and third-party software 
agreements. 

The Atari Portable Color Video En¬ 
tertainment System is slated to sell for 
“under $150.” 



Impossible Mission. 


Blue Lightning. 
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Processor: 68c000 (CMOS MC68000), 

8 MHz 

Memory: 1Mb standard; 2 and 4Mb units 
also available 

Dimensions: 13.3"X15"X4" 

Display: Reflective supertwist 
black-on-grey LCD emulating 
ST monochrome display. 

640X400 pixel resolution 
Keyboard: 94-key Atari ST 
compatible; built-in trackball 
Mass storage: 1 720K 314" floppy drive 
I standard; chassis ported to accept 
second floppy drive or 20Mb hard disk 
Ports: Cartridge, external power, 
joystick, mouse, MIDI IN, MIDI OUT/ 
THRU, DMA, external floppy, video 
(ST-compatible RGB color/ 
monochrome combined video output), 
RS-232 serial, Centronics parallel 
Operating System: GEM; TOS 1.4 
Power requirements: 8 C cells in battery 
pack; external power adapter 
Price: $1496; 

$1995 with 20Mb hard disk 
Manufacturer: 

Atari Corp. 

P.O. Box 61667 
Sunnyvale, CA 94088 


Atari Stacy 


Finally... a portable ST! 


T he Atari ST is a great computer. 
In fact, it’s my favorite. But 
there is no denying that setting 
up an ST (or any other full size comput¬ 
er) involves, as Sig Hartmann might 
say, “a lotta lotta cables.” That’s fine 
for home and office installations—a few 
garbage-bag ties and a couple pieces of 
ergonomic furniture will set you right. 
Unfortunately, it’s not so great if you 
want to take your system on the road. 

Thus it is that for some time now, the 
world (or at least the Atari-owning part 
of it) has eagerly awaited the announce¬ 
ment of a portable ST computer. Some 
of us waited patiently; others—particu¬ 
larly those who use the ST for music and 
for whom touring is a way of life—have 
waited with bated breath. 

Now the waiting is over. Stacy is 
here. First, let’s deal with the name. 
Surmise has recently run rampant 
about just what Stacy might stand for. 
Is it an acronym? Nope. The name of 
someone’s illegitimate daughter? ’fraid 
not. 

No, in the end, Stacy turns out to be 
the project name for one of the VLSI 


chips used in the new portable . . . ho- 
hum. 

Having dealt with the name, we move 
on to the machine itself. I had an oppor¬ 
tunity to sit down and commune with 
the prototype Stacy while she was on 
exhibit at the June NAMM show in 
Chicago. Herewith, a first in-depth look 
at Atari’s flagship portable computer. 

If S ... It s... 

. .. basically a 1040ST in a box—and 
a fairly small one, at that. Closed, the 
new Stacy measures only 13.3" deep by 
15" wide and is about 4" thick at its 
thickest point. Open, the top edge of the 
pop-up screen rides 13.3" above the 
desktop. 

The housing is made of molded, dark 
grey ABS plastic, and seems sturdy. 
The handle, although it appears some¬ 
what fragile at first glance, is actually 
quite sturdy, as well. In its basic config¬ 
uration with one floppy drive, Stacy 
weighs in at 15 pounds with batteries 


installed. Though no lightweight, she 
compares favorably with similar, high- 
end laptop portables from manufactur¬ 
ers such as Toshiba and Mitsubishi. 

The keyboard of the Stacy has 94 
keys, just like that of an ST. However 
the layout differs somewhat from the 
desktop standard. The Stacy function 
keys are not recessed and lie in two rows 
above the main keyboard. Above the 
center of the keyboard are found the 
Help and Undo keys, while Insert, Clr/ 
Home, and the cursor keys are above 
and almost flush with the right-hand 
side of the keyboard. The cursor keys 
are somewhat less accessible in this po¬ 
sition than on a standard ST, but not 
grievously so. 


By JOHN JAINSCHIGG 
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To the right of the main keyboard lie 
a miniature numeric keypad and an in¬ 
tegrated two-button trackball, designed 
to substitute for the mouse when on the 
go. In general, I find the Stacy keyboard 
a bit more comfortable and profession¬ 
al-feeling than that of a standard ST. 
The key-return mechanisms seem to 
have more “bounce,” and physical key- 
click is more audible. 

The trackball is another matter. 
Though the mechanism in the trackball 
is clearly of highest quality, the ball 
itself is simply too small to manipulate 
with the palm—you must use your fin¬ 
gertips. This suffices for moving the 
mouse pointer around on the screen and 
for selecting from menus—you work 
the ba * 1 * 111 ! until the item you want to select 
is highlit, then move your hand forward 
to tap the left button. Unfortunately, it 
doesn’t work so well for click-and-drag 
operations and other fine manipulations 
that require a button to be held down 
while the mouse pointer is in motion. 

I hasten to add that this is just my 
own impression; quite a few Atari em¬ 
ployees, who have had more time to get 
used to it, told me that they now actual¬ 
ly prefer the trackball to the mouse in 
both principle and practice. For my own 
part, I’m glad that Stacy will accept a 
conventional mouse—at least while in 
port, so to speak—and would be tempt¬ 
ed to employ a Unix-style command¬ 
line interface in preference to the track¬ 
ball while en route. 

The Display 

The built-in screen emulates the 
640X400 monochrome display of the 
ST and covers about the same area as 
the display of an SMI24, if not a little 
more. It thus offers excellent legibility. 
Though original product descriptions 
and literature specified a backlit dis¬ 
play, the current specification is for a 
reflective SuperTwist LCD—don’t 
count on using Stacy in the dark. 

The only slightly strange thing about 
the LCD, as compared to the SMI24, is 
that its pixels activate marginally too 
slowly to quite keep up with the speed at 
which things happen on an ST screen. 
Fast-moving objects—such as the 
mouse cursor—tend to fade out as they 
traverse the screen, reappearing when 
they come to a stop. This is more dis¬ 
tracting than annoying and is offset by 
the fact that the cursor tends to move 
more slowly under trackball control 
than under control of a conventional 
mouse. 

The slow speed at which pixels dark¬ 


en on the LCD might also explain the 
absence of a blitter chip in Stacy—the 
built-in screen doesn’t work fast enough 
to take advantage of the extra speed 
offered by the blitter. 

To the right of the LCD display is 
mounted a protective cover that fits 
atop the trackball, holding it steady 
when the machine is in transit. South of 
this cover are two knurled dials for con¬ 
trolling speaker volume and display 
contrast, a bank of busy lights for the 
built-in floppy and optional built-in 
hard disk, a low battery indicator, and 
the speaker grille. 

The battery pack, containing eight 
rechargeable or alkaline C cells, fits 
into the left rear corner of the housing. 
Rechargeable cells are said to supply 
power for between 5 and 10 hours of 
use; alkaline cells for between 18 and 35 
hours. This is considerably more eco¬ 
nomical than the performance you can 
expect from most other portables. 

Continuing around the rear, we see, 
in a slightly more packed-together ar¬ 
rangement, all the ports we would ex¬ 
pect to find on the backplane of an ST: 
printer port, DMA port, video port, RS- 
232 port, external floppy drive port, 
MIDI ports, and a power input jack (in 
this case, low-power DC, permitting 
Stacy to be run off AC or DC power— 
from a car battery, for example—de¬ 
pending on the adapter used). 

Conventional mouse and joystick 
ports are also present on the right-hand 
side of the enclosure. On the left are a 
standard cartridge port and Mega ST- 
style bus connector. 

At Home or On the Road 

The wonderful thing about Stacy, 
then, is that it can be your loyal travel¬ 
ing companion and double for your 
desktop ST, when you’re at home. Just 
plug in a conventional monitor—color 
or monochrome—a regular mouse (un¬ 
less you’re a trackball fetishist) and an 
external hard disk, and you’re ready to 
continue computing in couch potato 
mode. 

Stacy is expected to be available in 
one-, two-, and four-megabyte configu¬ 
rations, though at the time of this writ¬ 
ing, no prices had as yet been set for the 
2Mb and 4Mb versions. A one-meg 
Stacy with built-in 720K, double-sided 
3 1 / 2 ,/ disk drive standard is expected to 
list in the neighborhood of $1495. Add¬ 
ing an internally-mounted 20Mb hard 
drive will boost the price to a very rea¬ 
sonable $1995. A two-floppy option 
may also be available. ■ 



Customers speak out about 
M The Computer Guide To 
The Solar System™" ... 


"This is an OUTSTANDING product. 

I look forward to your future pro¬ 
ducts." 

- R.B.M., Medford, New York 

"Excellent program ... It is one of 
the best programs for my Atari ST." 

- E.B., Granger, Indiana 

"I recently bought your guide pro¬ 
gram and I love it. But even better, 
my 6 year old loves it, and has put 
in several hours flying around this 
part of the universe. I am very 
satisfied with your product. . . 

Thanks for a great program!" 

- J.H., Fairbanks, Alaska 

. .Graphically, it is a piece of art. . 
.This is the type of program where 
you could forget about time for 
awhile, it is that engrossing. . . very 
user-friendly. . . I rate this program 
95% overall for graphics, atmos¬ 
phere and educational status. . 

- R.L., Burnaby, British Columbia 

"Excellent graphics and user-friendli¬ 
ness." 

- J.K.D.,Des Plaines, Illinois 

"Great program for amatuer astrono¬ 
mers like me. I’m hoping for more 
high-quality astronomy programs 
like this one!" 

- S.Y, Asheville, North Carolina 

"I love the program. Please . . . 
bring out more like this." 

- R.L.D.,San Diego, California 

". . . "The Computer Guide To The 
Solar System" is the best and most 
complete educational program I 
have ever seen on disk for any 
computer. . . Thanks for a fantastic 
program." 

- J.S., Blairesville, Georgia 



111 Granada Court 
Orlando, Florida 32803 
Phone: (407) 425-1199 
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PRODUCT REVIEW 


Vidi-ST 
Video Digitizer 

Now you can capture moving video images with your Atari ST 


Vidi-ST 


System: Atari ST 
Version reviewed: Color, 1.25; 
monochrome, 1.2 

Required equipment: Composite video 
signal source (TV, VCR, video 
camera) 

Copy protection: None 
Summary: Captures moving video 
images on the fly. Samples at 4-bit 
resolution at approximately 6 MHz, 
producing 16-color images in low 
resolution and dithered images in 
monochrome. 

Price: $199.95 
Distributor: 

Computer Game Distributors 
P.O.Box 6144 
Orange, CA 92667 
(800)443-8189 


I magine turning your Atari ST into 
an electronic video cassette record¬ 
er, sans videotape. The Vidi-ST in¬ 
terface allows the ST to capture moving 
video images and replay them as anima¬ 
tions. It can also grab still frames that 
can be converted to Degas or Neo- 
Chrome picture files and saved on disk. 
The number of frames that can be cap¬ 
tured is limited only by the memory 
available in your ST. 

Unlike most video peripherals, which 
require several seconds to digitize an 
image and thus can’t handle full-motion 
video in realtime, Vidi-ST can capture a 
frame in under 20 milliseconds. Up to 
15 images per second can be processed, 
permitting the creation of animated 
clips several seconds long. 

The Hardware 

The Vidi-ST cartridge is about the 
size of a stack of nine floppy disks. 
The small plastic case contains three 
integrated circuits and sports three 
user-adjustable controls and a video-in 
jack. On the side of the unit is the car¬ 
tridge port connector (see Figure 1). 
The fingers on this board appear to be of 
tin, which is more vulnerable to tarnish 
than the usual gold-colored alloy. A vid¬ 
eo cable and control software are also 
included. 

The three controls permit contrast, 
brightness, and scanning frequency ad¬ 
justment (see Figure 2). Only the con¬ 
trast control has a knob—the others 
must be adjusted with a small screw¬ 
driver. Brightness, however, can also be 
controlled through the software, and 
frequency requires only occasional ad¬ 
justments due to thermal drift. 

Setting It Up 

The Vidi-ST cartridge inserts easily 
and, once installed, lies flat on the table- 
top next to the ST, eliminating stress on 


the cartridge connector. Unfortunately 
for Mega ST owners, the Vidi-ST car¬ 
tridge is just large enough to interfere 
slightly with the keyboard cable—a 
common annoyance with large car¬ 
tridges. 

Power for the cartridge is drawn di¬ 
rectly from the port, eliminating the 
need for batteries or an external power 
supply. The cartridge may be left in 
place when not in use and does not ap¬ 
pear to affect the functioning of the ST 
in any adverse way. 

Vidi-ST requires a composite video 
source such as a VCR, laser disk player, 
cable TV decoder, or motion or still 
video camera. I tested the unit with 
VCR, cable, and a standard video cam¬ 
era. The best results were obtained us¬ 
ing the camera—probably because it 
provides a very clean signal. 

The Software 

The software that comes with Vidi- 
ST is not copy-protected and can be 
installed easily on hard disk. Two pro¬ 
grams are provided—one for color mon¬ 
itors and one for monochrome. The col¬ 
or version works in low resolution and is 
optimized to present what are essential¬ 
ly monochrome images in 16 shades of 
one color. The monochrome software 
seeks to obtain the same effect by using 
dithered black and white halftone pat¬ 
terns. 

All images captured by Vidi-ST are 
in low res but are converted automati¬ 
cally to high res before being displayed 
on a monochrome monitor. This extra 
processing takes about one second per 
frame, making incoming video appear 
jerky on-screen when the monochrome 
software is used. Direct capture and dis¬ 
play to the low-res color screen is much 
smoother, however, producing some¬ 
thing of the effect of an 8mm movie. 

The main screen for the software dis¬ 
plays a standard GEM menu bar across 
the top and a Parameter bar across the 
bottom, both of which are overlaid on 
the current video image. Commands 
can be activated via the menus or by 
pressing key combinations. The con¬ 
trols are easy to master; I was able to 
capture video images without difficulty 
before even opening the manual. 

The short, 16-page manual is clearly 
written and easy to follow. Though it 
lacks illustrations that might be helpful 
to the total ST/video novice, the aver¬ 
age user will have no problem under- 
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DESK FILE OPTIONS SETTINGS 



GRAB WAIT BRI WIN INT PAL SCRN RPLV STAT 


run 20 040 off off 010.0610 O 20 free 


□□□ 

mm® 


Figure 1. Closeup view of the Vidi-ST cartridge, showing the edge 
connector. The Vidi-ST main menu is overlaid on the image. 


DESK FILE OPTIONS SETTINGS 



GRAB WAIT BRI WIN INT PAL SCRN RPLV STAT 


run O 20 030 off off 020 0240 O 20 free 


□□□ 

amm 


Figure 2. Front view of the Vidi-ST cartridge, showing the contrast, 
brightness, and scanning frequency controls. 


standing it. Advanced users and pro¬ 
grammers will appreciate the technical 
documentation and tips on how to use 
Vidi-ST from within their programs (a 
machine language file called VIDICODE 
.BIN is included on the program disk to 
be loaded and called by any programs 
you care to write). 

Capturing Images 

Vidi-ST can capture incoming video 
images one by one, as stills, or in series 
at an adjustable rate of up to 15 frames 


Unlike most video peripherals, 

which require several seconds to digitize 
an image, Vidi-ST can capture a frame 


in under 20 milliseconds. 



Figure 3. Frame from a video taken outdoors in daylight. Note high 
contrast. 



Figure 4. The Vidi-ST Screen mode, a function that lets you view 16 
frames at once. 


per second. A 520ST holds about nine 
screens in memory, while an ST with a 
meg of memory can hold up to 25 
frames. More memory equals more im¬ 
ages; my 2.5Mb ST holds about 75 
frames—roughly six seconds of video 
footage. 

To maximize the number of images 
that can be captured, Vidi-ST should be 
run with as few desk accessories and as 
little memory-resident software as pos¬ 
sible. 

Software controls permit manipula¬ 
tion of the brightness and contrast of 
incoming frames. I found myself leav¬ 
ing the contrast control on its lowest 
setting most of the time to retain full 
tonal ranges, while varying the bright¬ 
ness control as required by the incoming 
picture. Achieving a good contrast/ 
brightness ratio can be tricky. Live out¬ 
door video footage, for example, seems 
to be too high in contrast for Vidi-ST to 
render properly—bright areas lose all 
detail, while darker areas fade to black 
(see Figure 3). Footage taken indoors or 
under less-bright conditions tends to 
fare better. 

The only other variable you have to 
contend with—and this only when run¬ 
ning the low-res version of the soft¬ 
ware—is color. Vidi-ST doesn’t digitize 
pictures in color; rather, it translates 
them to a 16-shade grey scale, each 
shade corresponding to one of the 16 
colors available in low-res. These colors 
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Figure 5. Vidi-ST editing functions at work. Here, a box containing a 
still frame (left of screen) is overlaid upon incoming video captured 
in realtime, visible at right. 
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can be set manually using the Control 
Panel desk accessory or all at once using 
one of the ten preset palettes included 
on the Vidi-ST disk. The Vidi-ST soft¬ 
ware also lets you save color palettes to 
disk for future use. 

Captured frames can be viewed indi¬ 
vidually by clicking on the arrow icons 
next to the frame indicator on the Pa¬ 
rameter bar. Clicking on the Screen 
command above the arrows allows you 
to view up to 16 frames at once in low- 
res (see Figure 4), with each little image 
that has been saved to disk labeled with 
its own frame number and filename. 

In this mode, individual frames can 
be selected for viewing at full size. Un¬ 
fortunately, due to the post-processing 
required to translate the 16-shade low- 
res images to halftones for monochrome 
display, users of the monochrome soft¬ 
ware cannot view multiple frames in 
this manner. Instead, they are obliged 
to page through multiple, full-sized im¬ 
ages, one at a time. 

The Vidi-ST software also includes 
functions that permit rudimentary im¬ 
age-editing. The Window command 


lets you capture new video directly into 
a portion of an existing frame. Basic 
cut-and-paste functions are also provid¬ 
ed, making it simple to overlay text 
and/or new images over animated se¬ 
quences (see Figure 5). 

Conclusion 

As a photographer, I felt right at 
home using Vidi-ST. Capturing a whole 
sequence of video frames was like using 
the motor drive on my 35mm camera. 
Looking at a screenful of image frames 
reminded me of scanning a contact 
sheet of photographic images. 

Vidi-ST is unique in its ability to cap¬ 
ture and save moving video clips in real 


time. I was able to exploit this capability 
to advantage even when taking still vid¬ 
eo shots by holding a video camera in 
my hand and moving it back and forth 
as Vidi-ST sampled away, until I was 
sure that at least one frame was in per¬ 
fect focus. Afterwards, I was able to 
pull the still frames I wanted out of the 
sequence of frames that had been saved. 

About the only thing that I would 
wish to see added to Vidi-ST is, of 
course, true color digitizing capability. I 
am certain that that capability will be 
available sometime in the future, but 
until then, you can have a lot of fun and 
achieve some very exciting effects with 
the current version. ■ 
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The magnitude of Calamus and its family of related 
products is difficult to describe in multiple pages of 
advertising. This one page is our attempt to give you 
a very general feeling of this powerful product line. 


"How does Calamus stack up to the "big guns" on other computers? Option 
for option, Calamus is comparable to, or surpasses, the desktop publishing 
competition." 


"Without a doubt, Calamus is the most daring entry into the desktop 
publishing market in years. It's a powerful program that incorporates all 
the best features of existing publishing products into a fast, easy to use 
product." 

Start Magazine May 1989 


Calamus is a powerful, professional 

desktop publishing solution at an 

affordable price. 

A partial list of features include; 

— Outline font technology that 
produces identical results on both 
the printer and the screen, for 100% 
true “WYSIWYG” 

— Fonts can be scaled from 1 to 999.9 
points in 10th of a point increments 

— Text can be rotated 360 degrees 

— Printer output to the Atari SLM804 
300 DPI laser printer is very, very 
fast 

— Multiple clipboards throughout the 
document 

— Complete MACRO capabilities 

— A built-in Text Editor 

— User definable view of up to 999 % 

— Multiple Master Pages (Style 
Sheets), Multiple Page Layouts and 
300+ additional features 

ft ft ft ft ft 


Linotype Interface 

The Calamus Linotype interface 
connects directly between the LI2 port 
on the Linotype Imagesetter and the 
DMA port of the Mega ST, bypassing 
the Raster Image Processor. Up to 2540 
DPI generated entirely within Calamus. 

The Calamus Vector Font Editor 

For the creation and manipulation of 
Calamus “Designer” fonts and 
graphical objects. 

A partial list of features include: 

— A Graphical Interface 

— Snap for Background Image 

— Freely Adjustable Help lines 

— Automatic Kerning 

— Two Sizes for Presentation 

— A Clipboard 

— A Built-in Calculator employing 
Italics, Free Rotation, Mirror 
Imaging (Vertical/Horizontal), Font 
Condensing... 


A partial list of Compugraphic 

Antique Olive 

ITC Avant Garde Gothic Book 

Bauer Bodoni 
‘Sttei/l 

CG Century Schoolbook 

Coronet 

Dom Casual 

English Times Extra Bold 

Futura II Book 

Garamond 

Ssnbolla 

ITC Korinna Regular 


Sttobera 331ackletter 
(§lb iEnglustj 


fonts for use with Calamus 

CG Palacio 

fPaiA 

Raphael 

Revue Regular 

Sdmeidler Black 

<Jumet>tftaund/uz/ul 

ITC Souvenir Medium 
CG Triumvirate 

Typewriter Large Elite 

Uncial 

Univers Medium 

Univers Extra Bold 

■Hleifittng ®ext 

TIC Zapf Chancery Medium 
Zapf Dingbats ob-SCES ☆ *> 



Calamus Outline Art 

This vector graphic editing program 
offers you nearly unlimited possibilities 
for the manipulation of text, letter and 
font attributes. A few examples include: 
sending text along any path including 
waves, circular text, enlarge, compress, 
bend, stretch and distort any of our 
outline fonts. Generate smooth raster 
gradients in any direction, ray objects 
and project lines as rays. Project text 
onto a globe, cylinder or cone. Lines, 
Bezier curves and control paths are 
easily definable. 



For more information please contact 
your local Computer Dealer or contact 
us directly 


ISD Marketing, Inc. 


Tel: (416) 479-1880 Fax: (416) 479-1882 


Note: This page has been created entirely within 
Calamus and Calamus Outline and output at 1270 DPI 
on a Linotype L300 Imagesetter. Compugraphic® is 
the registered trademark of the Conmpugraphic 
Corporation. Calamus® is the registered trademark 
and tradename of DMC/Ditek International, 
represented exclusively in North America by ISD 
Marketing. 




















PRODUCT REVIEW 


Calamus in Wonderland 


Step through the looking screen into a desktop publishing world 
of bewildering variety and magically powerful features 


Alice said, ‘Would you tell me, please, which way I ought to go from here?” 
‘‘That depends a good deal on where you want to get to,” said the Cat. 

‘‘I don't much care where —” said Alice. 

“Then it doesn't matter which way you go,” said the Cat. 

“—so long as I get somewhere,” Alice added as an explanation. 

‘‘Oh, you're sure to do that,” said the Cat, ‘‘if you only walk long enough.” 

—Lewis Carroll, Alice’s Adventures in Wonderland 


L ike Alice plummeting down the 
rabbit hole, users of desktop pub¬ 
lishing software often find them¬ 
selves in a strange, wonderful, and 
sometimes confusing environment. 

For anyone who has taken pen and 
ruler to paper in an attempt to draw a 
straight line, there is a real thrill in 
watching a laser printer spew out pages 
of crisp lines, professional quality type, 
and clean, sharp graphics. 

Yet the real magic of desktop pub¬ 
lishing is in its interactive nature. Even 
if you are the least artistic among us, 
you can eventually achieve a design you 
can be proud of, because the computer 
allows you to see and change each ele¬ 
ment of the layout before printing it out. 
Whether you are putting together a re¬ 
port, advertisement, pamphlet, business 
card, or poster, you can rearrange the 
words and images until they look good 
and communicate exactly what you 
want to say. 

Just like Alice, however, the DTP 
user may experience dislocations of log¬ 
ic and unexpected reactions in this 
world of “try it and see what happens.” 
Unusual creatures in the form of myste¬ 
rious menu selections may respond un¬ 
expectedly, the path through a maze of 
software details can become unclear, 


and poor documentation can seem de¬ 
liberately belligerent. 

Calamus represents both the best and 
the worst in this DTP wonderland. The 
desktop publishing package from Ditek 
International in Germany comes to 
North America via ISD Marketing in 
Ontario. Its powerful strengths derive 
from some innovative program funda¬ 
mentals which, unfortunately, also un¬ 
avoidably account for some of its weak¬ 
nesses. Still, it is a worthy contender in 
the growing ST/Mega software compe¬ 
tition for the Atari DTP market. 

What You See Is? 

One compromise most DTP software 
makes is in the quality of screen presen¬ 
tation. Type is typically represented on 
the screen with bit-mapped screen 
fonts, which can vary considerably from 
the vector graphic fonts used to produce 
the high-quality printed output. This 
defect becomes particularly glaring in 
the larger type sizes needed for head¬ 
lines and ads. 

What-You-See-Is-What-You-Get 
(WYSIWYG) may be the watchword 
of DTP, but it is usually achieved only in 
the approximate. Most programs allow 
you to subtly control the appearance, 
spacing, and placement of type, but you 


must proof the page to the printer fre¬ 
quently to pick up refinements and cor¬ 
rections not obvious in the coarser 
screen fonts. 

Calamus, however, is unusual in its 
use of vector fonts for screen display. 
Unlike the bit-mapped, raster displays 
used by other programs, these fonts look 
just like the printed results, because 
they are, in fact, the same fonts used for 
output. The vector graphic, or geometi¬ 
cal description, which is used to display 
each letter is the same one used to pre¬ 
pare the printed output. This mathe¬ 
matical description, known as an algo¬ 
rithm, can be magnified to any size 
without a loss of clarity. Figure 1 shows 
both printer output and screen display 
at actual size. WYSIWYG fans take 
note. 

This control can extend to all areas of 
page design: rules, graphics, tint areas. 
The magnification of the viewing win¬ 
dow can be adjusted so that the resolu¬ 
tion of the screen corresponds to the 
resolution of whatever printer you are 
using. For example, when you view your 
page at 375%, each pixel of the Atari 
monochrome screen corresponds to a 
dot on the 300 dpi Atari SLM804 Laser 
printer. 

Figure 2 shows a portion of the screen 
at actual size with the viewing magnifi¬ 
cation set at 375% compared to laser 
output mechanically blown up to the 
same percentage. WYSIWIG fans re¬ 
joice! 

This powerful innovation in screen 
quality comes with a unavoidable price. 
An actual calculation is required to cre¬ 
ate the display of a vector graphic from 


By PETER KELLEY 
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1 lime 100: 

ABCDEFGHIJKLMNOPQRSTUVWXYZ 

abcdefghijklmnopqrstuvwxyz 

Time 100 italic: 

A BCDEFGHIJK LMNOPQRSTUVWXYZ 
abcdefghijklmnopqrstuvwxyz 

Time 50: 

ABCDEFGHIJKLMNOPQRSTUVWXYZ 

abcdefghijklmnopqrstuvwxyz 

Time SO italic: 

ABCDEFGHIJKLMNOPQRSTUVWXYZ 

abcdefghijklmnopqrstuvwxyz 

Swiss 100: 

ABCDEFGHIJKLMNOPQRSTUVWXYZ 

abcdefghijklmnopqrstuvwxyz 

Swiss lOO italic: 

ABCDEFGHIJKLMNOPQRSTUVWXYZ 

abcdefghijklmnopqrstuvwxyz 

Swiss 50: 

ABCDEFGHIJKLMNOPQRSTUVWXYZ 

abcdefghijklmnopqrstuvwxyz 

Swiss 50 italic: 

ABCDEFGHIJKLMNOPQRSTUVWXYZ 

abcdefghijklmnopqrstuvwxyz 

Swiss 25: 

ABCDEFGHIJKLMNOPQRSTUVWXYZ 

abcdefghijklmnopqrstuvwxyz 

Swiss 25 italic- 

ABCDEFGHIJKLMNOPQRSTUVWXYZ 

abcdefghijklmnopqrstuvwxyz 

Figure 3. Calamus comes with two families of type fonts. 


I TO American Typewriter Light 

ITC American Typewriter Medium 

Antique Olive 

Antique Olive Bold 

ITC Avant Garde Gothic Extra Light 

ITC Avant Garde Gothic Book 

ITC Avant Garde Gothic Medium 
ITC Avant Garde Gothic Demi 
I1C Avant Garde Gothic Bold 

Bauer Bodoni 
Bauer Bodoni Italic 

Bauer Bodoni Bold 
Bauer Bodoni Bold Italic 
Bauer Bodoni Black 
CG Century Schoolbook 
CG Century Schoolbook Italic 
CG Century Schoolbook Bold 

Future II Light 
Futura II Light Italic 

Future II Book 

Futura II Book Italic 

Futura ii Medium 

Futura II Medium Italic 

Futura II Demi 

Futura II Demi Italic 

Futura II Bold 

Futura II Bold Italic 

Garamond Antiqua 

Garamond Antiqua Kursiv 

Garamond Antiqua Halbfett 

Garamond Antiqua Halbfett Kursiv 

Garth Graphic 

Garth Graphic Italic 

Garth Graphic Bold 

Garth Graphic Bold Italic 

Helios Rounded Bold 

Hellos Rounded Bold Italic 

Isabella 

ITC Korinna Regular 
ITC Korinna Regular Kursiv 

ITC Korinna Bold 
ITC Korinna Bold Kursiv 


SMobero ©tockfetter 
istgUrif 
CG Omega 
CG Omega Medium 
CG Omega Bold 
CG Palacio 
CG Palacio Italic 
CG Palacio Bold 
CG Palacio Bold Italic 
LPaxH cAuc.nuc 
fapb&d 
Revue Light 
Revue Regular 
Schneidler Ugfu Italic 
Schneidler Black 
Schncuder Black Italic 
ITC Souvenir Light 
ITC Souvenir Light Italic 
ITC Souvenir Medium 
ITC Souvenir Medhtm italic 
ITC Souvenir Bold 
ETC Souvenir Bald Italic 
Souvenir Gothic 
Souvenir Gothic Medium 
CG Triumvirate Ultra Light 
CG Triumvirate Light 
CG Triumvirate 
CG Triumvirate Bold 
CG IMumvIraie Heavy 
Typewriter Large Elite 
Uncial 
Univers Light 
Univers Light Italic 
Univers Medium 
Univers Medium Italic 
Univers Bold 
Univers Bold Italic 
Univers Extra Bold 
Univers Extra Bold Italic 

Pebfemg l*xt 

ITT Zflpf Chancery Medium 


Figure 4. A wide variety of Compugraphic typefaces is available. 


its corresponding algorithm. If Cala¬ 
mus had to perform this calculation 
each time a particular letter were to be 
displayed, it would work impossibly 
slowly. To speed things up, once a letter 
in a particular style and size has been 
created, it is saved in a memory cache of 
speedy rasters for possible reuse. The 
more RAM you have available, the 
larger this cache can be and the faster 
Calamus will run. Therefore, while the 
program operates acceptably on a 1040, 
it performs optimally on a Mega ST4. 

What You Get! 

We have established that when you 
look at a Calamus screen, you know 
what is going to be printed. But what 
about the actual quality of the type be¬ 
ing drawn by the program? Calamus 
clearly meets the standard of type quali¬ 
ty being set not only by competing prod¬ 
ucts for the ST but for the entire field of 
desktop publishing as well. The pro¬ 
gram ships with a sans serif font family 
called Swiss and a serif family called 
Time. 

As Figure 3 shows, both font families 
come in different weights, specified as 
25 for light, 50 for medium, and 100 for 
bold. Some desktop programs try to cre¬ 
ate these attributes artificially by ma¬ 
nipulating a standard font for a lighter 
or heavier effect. Calamus gives you 
true light and bold for much better 
quality. 

In addition to the workhorse fonts 
provided with the program, a wide 
range of Compugraphic typefaces is 
available for Calamus , as shown in Fig¬ 
ure 4. These are high-quality versions of 
typefaces licensed by Compugraphic 
Corp. which have long been recognized 
as typesetting industry standards. Em¬ 
ploying a typeface like Garamond, for 
example, links your computer directly 
to some of the earliest typesetting tradi¬ 
tions and brings the aesthetics of its 
16th century designer to the late 20th 
century. 

With Friends Like These 

Most GEM-based applications use 
pulldown menus to select program func¬ 
tions. Dialog boxes are called out by 
particular selections for greater control 
of specific features or for input of pro¬ 
gram values. Many programs couple 
these menus with a toolbox of functions 
constantly available at one side of the 
window in which the active file is 
viewed. 

Calamus describes its interface as 
“extremely user-friendly.” An abun- 
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Figure 5. The start-up screen. 
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Figure 6. An exploded view of the Calamus screen, labeling the 
different icon fields. 


dance of icons justifies the usual con¬ 
ception of this overworked term, and at 
first glance the startup screen seems to 
present the familar combination of pull¬ 
down menus and toolbox icons (Figure 
5). There the resemblance ends, howev¬ 
er, because Calamus actually relies on a 
complex hierarchic layering of icon 
menu with icon submenu, which can be 
confusing and cumbersome. Figure 6 
shows an exploded view of the screen 
components. 

On the top left are indeed the familar 
pulldown menu selections. Below them 
across the width of the screen is the Top 
Line. Four small icons immediately be¬ 
low that on the left are the Submenu 
Bar; the Menu Box is the larger box, 
containing a grid of icons, that fills the 
remaining space on the left. 

Let’s begin with the five icons on the 
left side of the Top Line. These are 
referred to as module icons and corre¬ 
spond to different modules or modes 
available within Calamus. Clicking on 
different modules changes the submenu 
line to make different options available. 
Each of the five different submenus of¬ 
fers between one and eight selections. 
Each of these submenu selections corre¬ 
sponds to a different menu box and will 
display it when clicked, making avail¬ 
able the actual program operations. 

Thus, to access all the different pro¬ 
gram functions, you ultimately need to 
access 20 different menu boxes through 
a hierarchy of modules, submenus, and 
menus. (See Figure 7 for a family tree of 
this hierarchy.) You will eventually be¬ 
come accustomed to the logic behind 
this organization, but like Alice, you 
will find your initial encounter with this 
wonderland of features bewildering. 

Fortunately, the program provides an 
on-screen translator for its myriad of 
icons, many of which are somewhat ob- 


MODULE 


SUBMENU SELECTION 


MENU BOX CONTENTS 


LAYOUT 


Layout Assembly 


9 functions 


FRAMES 


Frame General Functions 17 functions 

Frame Special Functions 

Text Special Functions 15 functions 

Vector Graphic Sp. Fncts. 1 function 
Raster Graphic Sp. Fncts. 7 functions 

Rotated Text Sp. Fncts. 3 functions 


TEXT 


PT'[ Help Lines 
if^jl Clipboard 


tt] General Text Functions 
I] Character Set Overview 
j|g Dictionary 

jgj Text Rulers 
|2j Font Menu 
p^j Font Size & Style 

jg Macro Handling 
pj Text Clipboard 


LINES 


gg Line Types 
Line shadow 


RASTER 

AREA 


ppj Line Raster & Style 

jgpj Area Type 
JjQj Shadow 

B Raster 

Frame 


20 functions 

5 clipboard slots and 5 functions 

13 functions plus 2 yet to be implemented 
window to scroll through the entire font 

4 dictionary functions and 2 functions for 
character and word spacing 

17 functions 

menu of loaded fonts 

15 size choices, input field for user defined 
size, 5 text style selections, 2 functions and 
dialog box for miscellaneous additional 
style selections 

22 fields for macros and 6 functions 

5 clipboards for text blocks and 5 functions 

18 selections 

standard Calamus dialog box to select fill 
pattern, orientation and offset for shadows 

standard Calamus dialog box to select line 
fill pattern, intensity, thickness, and style 

15 selections 

standard Calamus dialog box to select fill 
pattern, orientation and offset for shadows 

standard Calamus dialog box to select fill 
pattern and intensity for areas 

standard Calamus dialog box to select fill 
pattern, intensity, thickness, and style for 
the lines which border areas 


Figure 7. A complex hierarchy of modules, submenus, and menus is 
used to access the different program functions. 
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Figure 8. The coordinate field on the top right displays both the top Figure 9. Empty frames are labeled by their type, 
left position of a frame and its size as it is being drawn. Note that 
the document window can be sized to overlap the menu boxes. 


scure. The area to the right of the pull¬ 
down menus above the Top Line is a text 
field for this help feature. When the 
cursor is positioned over an icon, a de¬ 
scription of its function is displayed in 
this field. 

The Bottom Line on the Top Line 

Before turning to the specifics of the 
different modules and their various sub¬ 
menus and features, let’s finish the de¬ 
scription of the Top Line. It really isn’t a 
toolbox in the sense that you do not 
select from it the operations you want to 
perform. It is like a toolbox, however, in 
that it is a continuously available field 
of icons. 

It is, therefore, in some ways a more 
convenient way to access program func¬ 
tions than menus. For example, other 
desktop publishing software might re¬ 
quire a selection from a pulldown menu 
to change viewing size, while Calamus 
makes this choice constantly available 
on the Top Line. 

The module icons mentioned above 
clearly indicate which mode of opera¬ 
tion you are currently using. The view¬ 
ing option icons are immediately to 
their right. These allow easy shifting of 
viewing magnification: first, a reduced 
size to accommodate the full page with¬ 
in the window (page icon), second, actu¬ 
al size (1/1 icon), and third, user-de¬ 
fined magnification (symbolized by the 
2/1 icon, because it is initialized at 
200 %). 

The next icon to the right makes pro¬ 
vision for an eventual second screen 
driver. According to the manual, Cala¬ 
mus will be able to drive a large-screen 
monitor, on which you will be able to 
view an entire SV^'Xl \" page. Imagine 
viewing your entire page, actual size, 


without scrolling—DTP heaven! 

The next five icons, bordered with 
arrow icons, control page selection. The 
arrows allow you to leaf forward and 
backward through a multi-page docu¬ 
ment, while the L and R icons indicate 
which side of a page spread the current 
page occupies. You use the key symbol 
to lock in the current page as right or 
left, or in conjunction with the left or 


WYSIWYG may be the 


watchword of DTP ; but it is 
usually achieved only in the 
approximate. 



right icon, to switch it. 

The page number box displays the 
number of the current page. This is the 
“physical” or actual number of the 
page, starting with 1 from the beginning 
of the document. However, you can ar¬ 
range your own printed page numbers, 
or folios, any way you like. For instance, 
if you have a cover as part of your docu¬ 
ment, you probably don’t want to start 
numbering your pages until the second 
or third one in the document, or you 
may use different numbers for an intro¬ 
duction or even start numbering over 
with each chapter. (A contrivance that 
the Calamus manual uses.) 

Below the page selection icons is a 
another help field similar to the icon 
translator at the top right. The key¬ 
board equivalent for an icon, if it has 
one, is displayed here in a small key 


symbol whenever the cursor touches the 
menu icon. Calamus even allows you to 
define your own keyboard equivalents 
for icons that lack them. 

The remaining parts of the Top Line 
are the coordinate displays. The first is 
for current position (X and Y coordi¬ 
nates measured from the origin at the 
top left corner of the page). The second 
is the size field (dX and dY), which 
displays the size of the rubber band you 
stretch out as you are drawing a frame. 
Figure 8 shows these displays while a 
frame is being drawn. You can also 
change the size of a selected frame by 
entering figures here. This is a powerful 
Calamus feature, which gives you exact 
control of cursor position and frame size 
without resorting to another pulldown 
menu. 

Let’s now return to the first five icons 
on the Top Line, the modules, to explore 
their submenus and the features they 
contain. 

Pages 

The first module is Page Setup. It has 
the simplest organization of the five 
modules, because its submenu contains 
only one icon and, therefore, only one 
menu box. The menu box offers nine 
functions which, with the help of dialog 
boxes, are used for saving, loading, de¬ 
leting, and copying pages into or out of a 
document. 

Calamus makes the distinction be¬ 
tween entire pages (words and design) 
and layouts alone (the skeletal design 
structure of frames without their con¬ 
tents). By saving layouts, you can save 
and reuse your formats. This menu also 
allows you to insert blank pages into a 
document or change the order of exist¬ 
ing pages. 
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You’ve Been Framed 

The arrow icon represents perhaps 
the most important module, Frames. 
Every element in a Calamus document 
must be created within a frame. In addi¬ 
tion to being the shape that encloses any 
graphic element, whether text, rule, 
tinted shape, raster graphic, vector 
graphic, or rotated text, the frame also 
provides the means to control this ele¬ 
ment. 

While in the Frame module, you can 
operate in either of two modes—Draw 
Frame or Change Frame—and switch 
between them by clicking the right 
mouse button. The familar rubber band 
appears during the process of drawing 
frames, showing the size and position of 
the frame that will be created with a 
second mouse click. 

When you change frames, eight small 
boxes appear on the perimeter of a 
frame selected. As in other page pro¬ 
grams, the selected frame can be moved 
by clicking the pointing finger within 
the frame or resized by dragging on one 
of the eight boxes. Empty frames are 
labeled in the upper left corner to show 
their type (Figure 9). 

When the Frame module is selected, 
the submenu reveals four icons. Three 
of these yield complete menu boxes of 
their own when selected. You will ini¬ 
tially find yourself with the left icon 
(the pliers) selected, giving you the Ba¬ 
sic Frame Functions menu (Figure 10). 
The third icon (dotted lines) accesses 
the Guidelines menu, and the fourth 
icon is the clipboard, which can hold 
five different frames in intermediate 
storage files. 

The question mark icon (the second 
in the Frame submenu) is used to access 
four more menu boxes, giving a total of 
seven menus within the Frame module. 
These additional menus are for the spe¬ 
cial functions associated with four of 
the frame types—text, raster graphics, 
vector graphics, and rotated text 
frames. You must select one of these 
frame type icons from the Basic Frame 
Functions menu and then click the 
question mark icon to access the special 
function menu boxes. 

This additional level of hierarchy for 
menu selection seems rather arbi¬ 
trary — why should this one sub¬ 
menu icon need to branch into four 
menu boxes when every other menu box 
is accessed by a unique submenu icon? 
(And there are eight icons in the Text 
submenu, so it can’t be that the sub¬ 
menu box would be too crowded.) 

And to add to the confusion, you must 



Figure 10. 
The Frame 
submenu and 
Basic Frame 
Function 
submenu. 


remember not to click on the question 
mark if you have the icon for either lines 
or raster planes selected. Because these 
have no particular special frame func¬ 
tions associated with them, the program 
designers decided that this action would 
blast you into the Line or Raster Plane 
module through the back door as it 
were. Lewis Carroll had nothing on this! 

Returning to the Basic Frame Func¬ 
tions menu shown in Figure 10: the top 
icons correspond to the different frame 
types available—text, lines, and raster 
planes on the first row; vector graphics 
and raster graphics on the second row; 
headline/footline frames and rotated 
text on the right of the third row after 
the frame grouping icon. 

If you want to draw a particular type 
of frame, you must select its type first; 
conversely, if you select a particular 
frame in the document window, its type 
will automatically be highlighted (se¬ 
lected) in this menu. The Group Frame 
icon makes provision for grouping 
frames together so that they can be act¬ 
ed upon as a unit. 

The lower part of the menu has addi¬ 
tional functions. You can ungroup 
frames earlier combined. You can con¬ 
strain any changes in the size of a frame 
to ones that maintain its proportions, or 
you can protect frames from any alter¬ 
ation at all. Other icons allow you to 
copy frames (camera), delete frames 
(garbage can), and select which over¬ 
lapping frame appears on top (two low¬ 
er left icons). 

Finally, the current mode (Draw 
Frame or Change Frame) is displayed 
using the icons in the second row from 
the bottom on the left. Would it be nit¬ 
picking to ask why the Draw Frame 
mode icon is a tube of paint, while its 
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corresponding cursor is an arrow, and 
the Change Frame mode icon shows an 
arrow pointing to a frame, while its cur¬ 
sor is the pointing finger? Go ask Alice. 

Special Orders Don’t Upset Us 

Despite the circuitous route I com¬ 
plained about above, the Special Frame 
Functions menus accessed through the 
question mark icon are well worth the 
trip. In the Text Frame Special Func¬ 
tion submenu, Calamus allows for the 
creation of footnotes and an indexing 
function. I must admit that, while time 
did not allow a full trial of these fea¬ 
tures, I am a bit suspicious of the index 
function: if it is fully functional, why 
doesn’t the manual, which was pro¬ 
duced on Calamus , have one? 

The rest of this submenu gives you 
total control over the flow of text be¬ 
tween frames in your layout (piping) 
and the later reconfiguring of that flow. 
Text can also be made to run around 
other frames, which are placed within 
or overlapping the text frame. This can 
create interesting layouts of a sort that 
is particularly difficult to do with con¬ 
ventional typesetting. 

There are two special function sub¬ 
menus for graphics: one for vector 
graphics and one for raster graphics. 
These allow you to restore selected im¬ 
ages to the size at which they were origi¬ 
nally drawn—their “ideal” size. In the 
raster submenu there are also options 
for cropping and sizing to optimize re¬ 
production of scanned or half-tone ras¬ 
ter images. 

The fourth special function frame 
submenu is for rotated text. It allows 
you to specify the angle to which a se¬ 
lected frame will be rotated or to restore 
an angled frame to a horizontal orienta¬ 
tion. 

On the Dotted Line 

The third selection in the submenu of 
the Frame module is for guidelines. As 
is typical of desktop publishing soft¬ 
ware, Calamus , allows you to display a 
grid of non-printing background lines 
on your screen. The measure (scale) of 
this grid can be defined in your choice of 
measuring units: inches, picas, or centi¬ 
meters. 

A set of horizontal and vertical rulers 
can also be displayed along the top and 
left side of the document window. In 
addition, individual auxiliary guide¬ 
lines, either horizontal or vertical, can 
be added or deleted with the garbage 
can icon. 

Page elements, or more accurately 
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igure 11. The Import Text dialog box 
supports a number of text formats. 


Figure 12. The Text Editor allows faster creation and editing of text. 
Ruler lines preceding text contain type specifications. 


the frames containing the elements, can 
be “snapped” to the grid or guidelines 
when they are drawn or moved, allow¬ 
ing precise alignment. Grids and guide¬ 
lines can be made invisible or shown on 
the display. 

The borders of the frames can also be 
made to disappear, making the screen 
look more like the printed page. Gener¬ 
ation of the screen display can be speed¬ 
ed up by turning off the display of spe¬ 
cific types of frames. For example, you 
can turn off the graphics displays when 
you are working on the text and vice 
versa. 

It is easy to create standardized col¬ 
umn layouts with the Multi-column 
Guideline feature. This allows you to 
define the margins, the gutters (space 
between columns), and the number of 
columns in a set of guidelines. Then, 
with the snap feature on, you just create 
frames that automatically fit them¬ 
selves to your guideline layout. 

A final option in the Guidelines menu 
allows you to select an expanded cursor 
style, crosshairs, which stretches inter¬ 
secting lines over the entire screen and 
allows you to determine positions with 
great accuracy. 

The Last Frame 

The last frame submenu option is the 
Clipboard. Unlike other DTP software, 
Calamus , sports five separate clipboard 
slots. You can cut and move or simply 
copy any kind of frame between pages 
or even between documents. The top left 
corner of the frame is displayed in the 
clipboard along with the frame type 
icon. 

We have now covered the frame man¬ 
agement and creation features of Cala¬ 
mus . Before we move on to the Text 
module, however, we should mention 
some special word processing features. 


I’d Like to Have a Word... 

When you want to place text in a 
Calamus layout, you can open a text 
frame and import text files generated by 
a word processor. The program sup¬ 
ports several import formats, and more 
are planned (Figure 11). If you are fa¬ 
miliar with other DTP software, you 
might think you could also create text 
by simply opening up a text frame, posi¬ 
tioning the cursor, and letting rip with 
that deathless prose . .. well, not quite. 


Unlike other DTP software. 
Calamus sports five separate 
clipboard slots. 



Even if your typing is two-finger 
hunt-and-peck, you will easily outstrip 
the program’s ability to generate the 
screen display (remember those calcu¬ 
lations needed to create vector graph¬ 
ics). You will find yourself looking at an 
empty screen until you stop typing and 
allow the program significant time to 
create the screen display. On a program 
such as PageStream , which uses raster 
display fonts, the integrated word pro¬ 
cessor may not match the speed of a 
WordPerfect , but it is usable. The mak¬ 
ers of Calamus dealt with this structur¬ 
al drawback with a neat scheme to 
piggy-back an essentially independent 
word processor onto the program and 
link it to the DTP software through a 
separate window. 

The word processor can interact with 
any selected, active text frame in the 


open document, allowing changes on 
the text to be made rapidly in the text 
editor and flowed into the frame. Type 
specifications entered in the frame can 
flow back to the processor and appear as 
parameters in what are called “text ru¬ 
lers” that precede the text. Icons in the 
text editor control this flow back and 
forth and display or hide the text rulers 
as well. Figure 12 shows the text editor. 

While this is an extremely ingenious 
structure, it becomes quite cumbersome 
in actual use. For large blocks of text, 
you will probably find it much easier to 
import text from an outside word pro¬ 
cessor than to use the one that comes 
with Calamus. 

For an explanation of the type speci¬ 
fication functions and control of text 
formatting, we now return to the the 
third Top Line module, the text mode. 

The Big A 

The submenu of the Text module 
contains eight icons, providing access to 
eight different menu boxes. We can 
summarize these menus quickly. The 
first, General Text Functions, allows 
you to insert date, time, page, or chapter 
number references into the text. Most 
commonly, you will use this menu to 
open the text editor discussed above. 

The second menu displays the char¬ 
acters of the currently active font selec¬ 
tion in a series of “pages” the size of the 
menu box. In addition to previewing the 
entire character set of the font, you can 
use this menu to insert characters that 
are not called directly by the keyboard 
(like the British £ or accented vowels). 
With the insertion point marked in an 
active text frame or in the text editor, 
you simply click the desired character in 
this menu, and it appears in your text. 

The third Text module menu accesses 
the automatic hyphenation option, 
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Figure 15. The Raster 
Plane Shape menu 
should satisfy most 
geometers. 


which adds hyphens when text is im¬ 
ported. A dictionary of hyphenation ex¬ 
ceptions is opened and controlled 
through this menu. Hyphenation can 
also be performed manually within a 
document. Two other functions, Word 
Spacing and Letter Spacing, are also 
found in this menu, although the man¬ 
ual admits that they would be more ap¬ 
propriate in the next menu and are 
placed here (where you can easily forget 
them) for reasons of space. 

Ruler Line Operations, the fourth 
menu, controls line spacing, or leading, 
and the commands for flush left, flush 
right, centered, and justified text set¬ 
tings. It also accesses the ruler lines, 
which contain format information 
about blocks of text. When the rulers 
are displayed, they show any tab and 
indent settings for the text with actual 
pointers. Also embedded in the rulers 
are the settings for justification and line 
and paragraph spacing. While this in¬ 
formation is only obvious from the 
menu box where it is displayed, it af¬ 
fects any block of text to which the ruler 
applies. The rulers and their format in¬ 
formation can be copied to a clipboard 
and inserted in or deleted from the lay¬ 
out. 

The fifth menu in the Text module is 
the Font Selector. The current selection 
from the available loaded fonts is shown 
in reverse video. The choice of text color 
(black or white) is also made here. 

The next menu serves to specify the 
size and style of the type (Figure 13). 


The font chosen in the previous menu 
will determine bold and italic attributes 
directly. Other choices or combinations 
of styles can be selected here. The icon 
on the lower left is used to effect 
changes in style and font once they have 
been selected. 

You can change the attributes of a 
block of text selected with the mouse 
(leaving other text in the frame unaf¬ 
fected), or you can change an entire 
frame. The middle icon on the bottom 
checks and displays the attributes of 
any selected text. The last icon accesses 
a dialog box that controls the miscella¬ 
neous text settings for shadow, under¬ 
line, and outline position and thickness. 

The seventh menu is the Macro Man¬ 
ager. This allows you to save rulers, 
style formats, or text as a defined unit 
which can be assigned to one key and 
recalled by pressing that key along with 
the Control key. This is a powerful fea¬ 
ture, which can save many keystrokes. 
Lists of up to 22 macros can be stored 
and even saved for reuse in other docu¬ 
ments. You can systematize style com¬ 
mands that will be used for similar jobs 
or later issues of a formatted publica¬ 
tion. 

The last menu in the Text module is 
the Clipboard, which like the frame 
clipboard, can accommodate five sepa¬ 
rate blocks. The text clipboard, howev¬ 
er, stores the text contents of selected 
blocks rather than the entire frame con¬ 
taining the text. It can be used from the 
layout window or with the text editor. 
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Lines and Planes 

The fourth module is for lines and has 
three menus. The first controls line 
shape (diagonal, horizontal, vertical, 
curved, or angled) and where the line 
will appear within its defining frame. 
The second menu controls the place¬ 
ment and intensity of a shadow of the 
line, if one is desired. The third menu 
(Figure 14) controls line thickness, fill 
pattern, end style (pointed, square, 
rounded), and line style (solid, dotted, 
dashed). 

The fifth and last module on the Top 
Line is for raster planes or shapes. Just 
as with lines, there are menus for shape 
(Figure 15), shadow control, and fill 
pattern. There is an additional menu 
that defines the line that makes up the 
border of the plane. You can use the 
planes as frames for other elements by 
selecting the transparent fill pattern. 

Keep on Pulling 

We have now completed our tour of 
the wonderland of icons, but don’t for¬ 
get our old friends the pulldown menus. 
In addition to the Atari symbol, there 
are five options. Under the File menu 
are the usual disk control operations, 
printer control, import and export op¬ 
tions, and Quit. 

The Page menu duplicates some of 
the functions available within the Page 
module. However, the initial settings 
for the page layout are set here (Figure 
16). In addition to page size and orien¬ 
tation, this dialog box lets you set mar¬ 
gins and choose global units of measure. 
You can even allow the program to set 
the smallest possible margins given 
what the selected printer driver knows 
about the capabilities of your printer. 

One small criticism: the dimension 
input fields throughout Calamus allow 
only two decimal places, even though 
the program is capable of controlling 
smaller dimensions. You may not think 
you need such fine control, until you 
realize that such a common measure as 
Vs" (0.125") is unavailable. You won’t 
have this problem, however, if you start 
out using picas, which are already much 
smaller than inches. 

The Text pulldown menu contains a 
number of word processing functions, 
which are used by the text editor. These 
include search and replace options for 
text and for style attributes, defining 
blocks in the text editor, and the toggle 
switch to display text rulers. There is 
also a Reformat Document option, 
which processes and compiles all the 
variable structures, such as page num- 
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Figure 16. Initial settings for page layout are set from the Page menu. 


bering, footnoting, and indexing, which 
you may have built into a document. 

The Extras menu accesses a number 
of miscellaneous options. Most fre¬ 
quently you will use it to load fonts, but 
you can also check statistics on the cur¬ 
rent file and set the system file paths for 
documents, pages, text, fonts, and 
graphics. These settings can be saved 
and loaded as default parameters when 
the program boots. 

Support for three scanners—Silver 
Reed SPAT, Hawk CP-14, and Pana¬ 
sonic FX-RS505—is available from the 


Extras menu. Finally, there is a Select 
All option, which can be quite useful for 
highlighting entire frames of text with¬ 
out dragging the mouse or for selecting 
all the frames on a page for copy. This is 
another helpful feature which is hidden 
in an illogical location that you might 
have difficulty remembering. 

Through the Looking Glass 

Calamus is a unique and innovative 
DTP program with many powerful and 
useful features. It is a real breakthrough 
in WYSIWYG quality and control. It 


allows on-screen kerning that takes 
place before your very eyes. The type is 
of a professional standard, and the vari¬ 
ety and flexibility of features rivals any 
page program. 

The documentation, while marred by 
the lack of index and tutorials, is ex¬ 
haustively thorough and particularly 


Calamus is a real 

breakthrough in WYSIWYG 
quality and control. 



helpful in discussing the conceptual un¬ 
derpinnings of the program features. I 
even liked the spiral binding; while it is 
not as impressive as the hard cover bind¬ 
ers considered standard for professional 
manuals, it lies conveniently flat, even 
when folded back on itself. 

Because the program promises such 
power, its weaknesses are all the more 
frustrating. While the potentially con¬ 
fusing organization of the interface can 
be adjusted for with time, there are oth¬ 
er, more signficant, shortcomings. 

The drawing capabilities for creating 
even simple graphics within the pro¬ 
gram are very limited. The text editor is 
also quite limited. And there is no provi¬ 
sion for the compression or expansion of 
typefaces. Other DTP programs allow 
you to set short bits of type (like head¬ 
lines) as if they were graphic rather 
than text elements and to manipulate 
them as such, Calamus does not. 

Perhaps most important, there does 
not appear to be any provision to output 
files to PostScript printers. While Cala¬ 
mus laser output is second to none, the 
ability to access the typeset quality of a 
Linotron typesetter or its equivalent is 
rapidly becoming an industry standard 
for professional desktop publishing pro¬ 
grams. 

Program development is continuing, 
however, and at least some of these 
flaws are undoubtedly being addressed. 
The important thing to remember is 
that even now the power and features of 
Calamus far outweigh its problems. 
Calamus is an amazing program and 
will set a stiff standard of competition 
for future of desktop publishing soft¬ 
ware. ■ 
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ATARI BOOKKEEPER. 24. 
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BANK STREET WRITER.... 14. 
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COMPUTE YOUR ROOTS ... 35. 

DATAMANAGER . 8. 

ELECTRONIC CHECKBOOK . 8. 
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GUITAR WIZARD . 26. 
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HOME BASE . 12. 
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NEWS STATION . 26. 
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PAINT . 12. 

■PRINT POWER (1050).... 13. 

PRINTKIT (1050) . 13. 

-PRINTSHOP . 34. 

P.S. COMPANION (64K) . 24. 

P.S.GRAPHICS LIBRARY 1 17, 
P.S.GRAPHICS LIBRARY 2 17. 
P.S.GRAPHICS LIBRARY 3 17. 

PROOF READER . 17. 

PUBLISHING PRO . 35. 

RUBBER STAMP . 26, 

SYNTREND . 14. 

SUPER MAILER . 35, 

THE LOTTO PROGRAM .... 17. 

TIMEWISE . 6, 

TURBOWORD/80 COLUMN 

REQUIRES XEP80. 44. 

VIDEO TITLESHOP (64K). 26. 
GRAPHICS COMPANION. 17, 

VIRTUOSO . 29, 

VISICALC . 24. 


17.95 
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ASTROGROVER . 

BIG BIRD SPEC DELIVE 
ERNIE'S MAGIC SHAPE. 
DAVIDSOH: 

MATH BLASTERS Gl-6 . 44.95 
SPELL IT! AGE 10+ 
DESIGNWAEE: 

MATHMAZE (6-11) . 

MISSION ALGEBRA (13+)13.50 
SPELLICOPTER (6-11). 26.95 
TIHK TOHK (AGE 46): 

ABC'S . 

COUNT AND ADD . 

SMART THINKER . 

SPELLING . 

SUBTRACTION . 

THINKING SKILLS . . . 

ALL 6 TINK TONKS. 
UNICORN: 

10 LITTLE ROBOTS 

(PRE-SCHOOL) . 26.95 

FUN BUNCH (6 ADULT) 26.95 
RACECAR RITIIMETIC 

(AGE 6+) . 26.95 

WEEKLY HEADER (PRE SCHOOL) : 
STICKY BEAR SHAPES . 26.95 
STICKY BEAR NUMBERS. 26.95 
STICKY BEAR ABC'S .. 26.96 
STICKY BEAR OPPOSITE 26.95 
SB BASKET BOUNCE ... 26.95 
STICKY BEAR BOP .... 26.95 

RUN FOR IT . 26.95 

PIC BUILDER ........ 26.95 


8.95 

8.95 

8.95 

8.95 

8.95 

8.95 

39.95 


WE CARRY A FULL 
LINE OF SOFTWARE 
FOR THE 520/1040 AND 
MEGA ST COMPUTERS. 


80 0/ X JL / XE SOETWARE 

ALL TITLES ON CARTRIDGE 


ENTERTAINMENT 

3D TIC-TACTOE . 9 

^AIRBALL (XL/XE) . 24 

ALIEN AMBUSH . 9 

ACE OF ACES .(XL/XE) . 24 

ARCHON . 19 

ASTEROIDS . 15 

ASTRO CHASE . 14 

ATARI TENNIS . 9 

ATLANTIS . 14 

—BALL BLAZER . 19 

BARNYARD BLASTER .... 24 

BATTLEZONE . 19 

^-B.C. QUEST FOR TIRES 19 

BLUE MAX . 19 

BOULDERS & BOMBS .... 14 

CAVERNS OF MARS . 14 

-CENTIPEDE . 14 

CHICKEN . 9 

CHOPLIFTER . 14 

CLAIM JUMPER (400/800) 9 

CLOUDBURST . 9 

COBRA . 14 

CRIME BUSTER . 24 

CROSSBOW . 24 

CROSSFIRE . 9 

.CRYSTAL CASTLES (XL/XE) 19 
DARK CHAMBERS (XL/XE). 24 
DAVIDS MIDNIGHT MAGIC 19 

DEFENDER .. 14 

DELUXE INVADERS . 7 

DESERT FALCON . 19 

DIG DUG . .. 19 

/■DONKEY KONG . 5 

DONKEY KONG ,JR. 19 

EASTERN FRONT (1941). 19 

E.T. PHONE HOME . 9 

✓FIGHT NIGHT . 19 

FINAL LEGACY . 19 

FOOD FIGHT (XL/XE)... 19 

FOOTBALL . 14 

FROGGER. 14 

GALAXIAN . 9 

GATO . 24 

GORF (400/800) . 5 

/GYRUSS . 14 

HARDBALL . 19 

INTO EAGLES NEST(XL/XE)19 
JOURNEY TO PLANETS .. 9 

JOUST . 19 

JUNGLE HUNT . 19 

KABOOM! 14 

KARATEKA . 19 

KRAZY ANTICS . 14 

LODE RUNNER. 24 

MARIO BROS. 19 

MEGAMANIA . 9 

MILLIPEDE . 14 

MISSILE COMMAND . 5 

MOON PATROL . 19 

MR. COOL .. 9 

/MS. PAC MAN . 19 

* NECROMANCER . 19 

’'ONE ON ONE (XL/XE) ... 19 

PAC MAN . 5 

/PENGO . 19 

PLATTERMANIA . 9 

POLE POSITION . 19 

^ POPEYE . 14 

K ,Q-BERT . 14 

' QIX . 14 

/RESCUE ON FRACTALAS . 19 

RETURN OF THE JEDI .. 14 

/ ROBOTRON:2084 . 19 

SKY WRITER . 14 


SLIME (400/800). 

SPRINGER . 

^SPACE INVADERS . 

^ STAR RAIDERS . 

STAR RAIDERS II . 

SUBMARINEE COMMANDER 
SUMMER GAMES (XL/XE). 
ySVPER BREAKOUT . 


SUPER COBRA .. 
THUNDERFOX ... 

TURMOIL.. 

WIZARD OF WOR. 


9.95 

7.95 

14.95 
5.00 

19.95 

14.95 

24.95 

9.95 

14.95 

19.95 
9.95 
5.00 


PRODUCTIVITY 

.^ATARIWRITER . 29.95 

FUN WITH ART . 14.95 

MICROFILER . 22.50 



EDUCATION 

MATH ENCOUNTERS . 9.95 


FISHER PRICE (PRE SCHOOL): 

DANCE FANTASY . 8.95 

LINKING LOGIC ...... 8.95 

LOGIC LEVELS . 8.95 

MEMORY MANOR . 8.95 


SPIUHAKER (AGE 3*10): 
ALF IN COLOR CAVES . 

ALPHABET ZOO . 

DELTA DRAWING . 

FACEMAKER .. 

KIDS ON KEYS . 

KINDERCOMP .. 

STORY MACHINE (XL/XE) 
(AGE 7 - ADULT): 

✓ ADV.CREATOR (400/800). 
FRACTION FEVER .. 

(*.= REQ. LIGNT GUN) 


9.95 

9.95 

9.95 

9.95 

9.95 

9.95 

9.95 


9.95 

9.95 


SPECIAL VALUE 
PAC-MAN AND QIX 
CARTRIDGES 
IN SPECIAL STORAGE 
CASE 

ALL FOR ONLY 

$9.95 

:{: * % * * * * li li * * * * * * * * * * 


SPECIAL PRICE 

ATARI 

XE GAME M ACHING 
NOW ONLY 

$99.95 

LIMITED TIME ONLY 


SUFFER SRECIJS.ES 

RECONDITIONED ATARI MERCHANDISE 30 DAY WARRANTY 


800 (48K) 

SPACE AGE 

1030 MODEM 

1020 COLOR 

ATARI 

DISKETTES 

COMPUTER 

JOYSTICK 

WITH EXPRESS! 

PRINTER/PLOTTER 

BOOKKEEPER 

AS LOW AS 20 CENTS 

$79.95 

$5.00. 

$24.95 

$19.95 

$14.95 - NO BOX 

10 FOR $4.00 

100 FOR $29.95 

400 (16K) 

ATARI 

1010 PROGRAM 

(new in box) 

ATARI 

1000 FOR $200 

COMPUTER 

TRACKBALL 

RECORDER 

40 COLUMNS WIDE 

NUMERIC 

MOST ARE UNNOTCHED 

$29.95 

$9.95 

$29.95 

INC. PENS, PAPER, ETC. 

KEYPAD $7.95 

WITH OLD SOFTWARE 


SHIPPING INFORMATION - Prices do not include shipping and handling. Add $5.00 for small items ($8.00 Min. for Canada). Add $8.00 for disk drive. Add $2.75 for C.O.D. 
Calif, res. include 7% sales tax. Mastercard and Visa accepted if your telephone is listed in your local phone directory. Orders may be pre-paid with money order, cashier 
check, or personal check. Personal checks are held for three weeks before order is processed. C.O.D orders are shipped via LIPS and must be paid with cash, cashier check or 
money order. International and APO orders must be pre-paid with cashier check or money order. $20.00 minimum on all orders. All sales are final - no refunds - prices are 
subject to change. 

Phone orders accepted TUESDAY THROUGH FRIDAY from 10:00 am to 6:00 pm PST. 

We carry a full line of ATARI products - large public domain library - write or call for free catalogue 


PRICES SUBJECT TO CHANGE WITHOUT NOTICE - ALL SALES ARE FINAL 






























































































































































































































PRODUCT REVIEW 
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SETTING YOUR WORDs PERFECT 

Ml ST lovers are familiar with the 
a: "Power without the Price.” Our ma-< 
; offer us many things including our 
nvestment, oftentimes of both money 
earning curve) time. However, for those 
u who remain nostalgic for the simpler 
:r without the price” days of ST Writer 
ow find you and your word processing 
needs have necessitated your graduating 
more powerful, multi-featured wp pro-* 
and, for whatever reasons, have chosen 
Perfect (WP) to fill that need, you can 
heart that there are a multitude of 


The Best Book of: WordPerfect 

by Vincent A! fieri 

The examples Mr. Alfieri uses in thi 
book are taken from the wp classes h 
teaches at USC. This guide starts with 
beginner's introduction to wp and computer 
and proceeds through 28 chapters-worth o 
hand-holcfing, humorous examples and intro 
ductions into the capabilities of WP. Index* 
and with two appendixes — one contalnin 
the documents used in the hook and anothe 
listing and briefly explaining the WP com 
mands, this 432- page reference is an eryo. 
able (Comprehensive WP tutorial. Chapter 



EMMIE mm 


L 


Figure 1. To create a page in two- or three-column format, you must 
create two or three separate pages and paste them onto another. 


Signum 2 


Scan-Tech imports a feature-laden document processor that has 
already made its mark in Europe 


F alling somewhere between dedi¬ 
cated word processors and desk¬ 
top publishing programs on the 
computerized word-handling spectrum, 
is Signum 2 from Scan-Tech Business 
System. Called a “document processor” 
because of its immense positional con¬ 
trol, the program has already taken Eu¬ 
rope by storm. 

The precision with which characters 
can be placed on a page—in increments 
of V 90 " horizontally and V 54 " vertical¬ 
ly—makes Signum 2 the ideal environ¬ 
ment for creating scientific papers and 
foreign language documents in which 
the symbols, formulas, or text charac¬ 
ters require accurate placement. Tech¬ 
nical writers and college and university 
students, especially, will benefit from 
this versatility. Header, footer, page 
numbering, and footnote features add 
to the usefulness of the program. 

Although the screen representation 
of the document in progress is 
WYSIWYG (What You See Is What 
You Get), Signum 2 somehow offers 


Signum 2 


System: Atari ST 

Version reviewed: 2.0 

Required equipment: 1Mb of RAM; 

1 720K or 2 360K drives 

Copy protection: None 
Summary: A powerful, feature-laden, 
bug-free document processor 
Price: Canadian $399.99 
Manufacturer; 

Scan-Tech Business Systems 
Box 9, P.O. Sub #11 
Edmonton, AB T6E 2G0 
(403) 446-1337 


this benefit without bogging down as 
some desktop publishing programs have 
a tendency to do. Once I finally learned 
my way around the program, I was 


amazed at how quickly I could zip 
through a document in progress. 

While Signum 2 does offer the option 
of switching the image display on and 
off, when working with clip art illustra¬ 
tions I found that the graphic displays 
didn’t really hinder the speed at which I 
was able to scroll from place to place, so 
I chose to leave the display on. Scanned 
images do tend to appear somewhat 
muddy and dark on-screen, but for the 
most part, the accurate screen represen¬ 
tation makes it unnecessary to print a 
document for proofing. 

The creators of Signum 2 chose to 
develop their own standard rather than 
utilize GDOS. Therefore, prior to boot¬ 
ing the program, you must run an instal¬ 
lation program. As mentioned, these 
routines do speed up screen redraws; 
printing speed, however, is somewhat 
slower than what I have come to expect 
from the GDOS-based Outprint Pro¬ 
gram supplied with Migraph’s Easy- 
Draw. 

Scan-Tech advises that a typical page 
will take 25 to 35 seconds to print out on 
an Atari laser printer and 5 to 10 min¬ 
utes on a 9-pin dot-matrix printer. I did 
not have a chance to test those printers, 
but on a Hewlett-Packard DeskJet 
printer, printout times ranged from a 
minimum of 10 minutes to an I-could- 
grow-old-waiting-for-this 55 minutes 
for a page of three-column text. 

Scan-Tech does offer an optional 
print spooler. I also tried using some 
public domain spoolers I had on hand, 
but for some reason the program didn’t 
recognize them. The printer routines 
supplied with Signum 2 can be used 
from within the program or, as with 
Outprint, booted directly from the 
desktop. 

Probably the biggest plus that the 
Signum 2 installation routines offer 
over GDOS is the way they handle 
memory. GDOS uses lots of it. I have a 
520ST that has been upgraded to 1Mb 
memory. Since I started using my Desk¬ 
Jet and converted all my programs to 
include the 300 dpi fonts it is capable of 
printing, I have repeatedly run out of 
memory. 

I have often had to rewrite my AS- 
SIGN.SYS file so that only one or two 
font sizes are loaded with whatever pro¬ 
gram I am using at the time, and even 
then the program sometimes chokes be¬ 
fore I have completed the first page, 
refusing to let me insert any graphics, 
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FAST Access WordPerfect 

. hv Rhvrter ,McC,inm 

Continue editing this 
docunent with "Save fts' 
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■deni 

tion with at least one example 
explanation. walking you 
through the steps r^oessar} tv. 


WordPerfect Tips ft 

by Alan R. Neibauer 
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briefly touch on 
most of its 48? ps 
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Figure 2. Editing of two- and three-column layouts must be done 
on the original separate pages. Multi-column pages cannot be edited. 



: igure 3. The cropping tool allows you to select a portion of an 
image to be pasted on a page. 


because I simply don’t have enough 
memory available. 

I have never had that problem with 
Signum 2; a Signum document can be 
up to 100 pages long. So far, I haven’t 
created anything that lengthy; I did, 
however, create a six-page document 
that included numerous illustrations, 
and the free memory indicator told me I 
still had 300K available. The compres¬ 
sion routines do make a difference! 

Because the program, the font editor, 
and all the files needed for the fonts fit 
easily on a single 720K disk, I chose to 
run the program from a floppy rather 
than a hard disk. Once the program is 
loaded, it accesses the disk only during 
the printer routines, so unlike to some 
similar programs Signum does not 
make you want to run out and buy a 
hard disk. 

It is not, however, copy-protected, so 
you can easily run it from a hard disk if 
you want to. 


ing them onto the first page. This meth¬ 
od of page creation makes it easy to mix 
a variety of column sizes on a single 
page. The only drawback is that it re¬ 
quires you to return to each individual 
page to edit the document, because cor¬ 
rections cannot be made on the multi- 
column page. This isn’t a serious draw- 


Inage Size in Dots per Inch (dpi) 
Reconnended Sizes for; 

9 Pin Printers 24 Pin Printers Lasers 



Figure 4. Images are sized by choosing the 
appropriate print resolution from this 
dialog box. 


Multi-Column Text 

Signum 2 departs from expected 
page-creation procedure in the way in 
which it creates multi-column text. Al¬ 
though it took some getting used to, I 
now prefer the way the program handles 
multiple columns because of the versa¬ 
tility it provides. 

Signum formats a single, multi-col¬ 
umn page by pasting several pre-creat- 
ed pages onto the first page of a docu¬ 
ment. In other words, to create double 
columns as shown in Figure 1, pre-for- 
matted source pages 2 and 3 are pasted 
onto page 1 in the width each column 
occupied on its original page. 

A three-column page like the one 
shown in Figure 2 can be created in the 
same manner by formatting pages 2, 3, 
and 4 even wider margins prior to past¬ 


back, however, because it takes very 
little time for Signum to paste up the 
page after you have made your correc¬ 
tions. 

The automatic hyphenation routines 
make resizing and formatting the text a 
snap. The program is especially intu¬ 
itive when ASCII text is imported, rec¬ 
ognizing and inserting the paragraph 
breaks. 

Graphics 

As mentioned above, the unique Sig¬ 
num compression technique does a 
great job of handling screen redraws 
when graphics are present. The down 
side to this is that you can import only 
graphics that are in Signum format. 

This is more an inconvenience than a 
problem, because Scan-Tech includes 


with the program a screen capture ac¬ 
cessory, which allows any image that 
can be shown on the screen to be saved 
in Signum format. I have slideshow- 
type programs for Degas , NeoChrome , 
and .IMG format pictures, so I had only 
to display on-screen the images that I 
wanted to use in my Signum 2 docu¬ 
ments and then capture them in the new 
format. 

All the images you include in a Sig¬ 
num 2 document are saved with the doc¬ 
ument, which can make for a lengthy 
file. In my opinion, however, this is a 
small price to pay for the convenience of 
not having to remember where you have 
stored the images used in a document 
when you need to reprint it several 
months down the road. Everything— 
text, fonts, format, and images—is 
saved with the document. 

To illustrate the use of graphics, I 
chose to capture several pages of clip art 
I have from Magnetic Images. The 
screen capture program uses the file 
name assigned and then numbers the 
images according to the order in which 
they were saved—Magnetic.101, Mag¬ 
netic.102, and so on. 

Figure 3 shows the cropping tool used 
to select the portion of an image you 
want to paste on the page. The arrow 
points to the baseline of the image. Im¬ 
ages are sized by choosing the appropri¬ 
ate print resolution for the picture (Fig¬ 
ure 4). In addition to illustrating image 
size, Figure 5 also shows some sample 
dingbats from the Graphic 1 font as well 
as a box created using that font. 

Because text can be placed over or 
inside an image, it is actually more con¬ 
venient to create text boxes using a pro¬ 
gram such as Degas or Easy-Draw and 
then use the Signum screen capture 
function to import them onto a Signum 


VOLUME 9 NUMBER 5 ATARI EXPLORER 43 





















































PRODUCT REVIEW 




44 ATARI EXPLORER SEPTEMBER/OCTOBER 1989 


: igure 5. Examples of pasted clip art, ding bats from the Graphicl 
ont, and a box created with that font. 


Figure 7. Signum 2 provides a font editor for users of 9- and 24-pin 
printers. 


page. Text placed inside the box shown 
in Figure 5 will move the right-hand 
edge of the box as each character is 
inserted, because an image created with 
a font is treated like text. 

Figure 6 shows several Degas pic¬ 
tures from Current Notes Disk 161, 
which were captured in Signum 2 for¬ 
mat. They were originally low-resolu¬ 
tion images. The bottom portion of this 
figure illustrates the text positioning ca¬ 
pabilities of Signum 2. I chose to print 
the images at normal density at 300 dpi. 
You also have the option of making 
your pictures lighter or darker. 

To illustrate this article, I also saved 
most of the screens in Degas format 
using a public domain snapshot accesso¬ 
ry. Since desk accessories cannot be ac¬ 
cessed from within Signum 2,1 had to 
either exit to the desktop or go to the 
printer routines portion of the program 
to save each screen. I tried to avoid 
doing this by using a snapshot program 
that automatically saves the screen to 
disk in Degas format in a sequentially 
numbered manner. 

Unfortunately this was the only situ¬ 
ation in which the program ever froze 
up on me, scattering bombs across the 
screen. I experimented with loading the 
snapshot program prior to running the 
installation program and vice versa. In 
both cases, I was able to save the screen 
from the desktop but always bombed 
out of the program when I tried to do so 
from within Signum 2. 

Fonts 

Signum 2 comes with ten different 
fonts—Antikroa (Antique Roman), 
Fraktura (like the old German Frac- 
tur), Greek, Mathsa (math symbols), 
Grotmika and Grotfea (a micro and 
small sans serif Grotesque), Grotlta 


format. Below the images is an example of 
the text positioning capabilities of the 
program. 


(Grotesque Light), Graphicl (ding¬ 
bats), Normanda (Normandy Bold), 
and Pinsela (a calligraphy-style font). 

A Signum 2 page can contain up to 
seven different character sets. Each 
character can be represented in normal, 
bold, italic, small, large, wide, under¬ 
lined, or any combination of these attri¬ 
butes. Thus, at this point, text size is 
limited to a choice of a small, normal, 
wide, or large representation of the ac¬ 
tual font size. This means that you real¬ 
ly cannot create large, eye-catching 
banners and headlines with the fonts 
provided. There are, however, two solu¬ 
tions to this problem. 

Signum 2 includes the font editor 
shown in Figure 7 for 9- and 24-pin 
printers. An additional laser font disk 
includes 300 dpi fonts, a 300 dpi font 
editor, and printer drivers for the Atari, 
Hewlett-Packard, and Canon laser 
printers. The font editor provides draw¬ 
ing tools, such as lines, curves, circles, 
ellipses, and boxes. Characters can be 
made to overlap one another or manipu¬ 
lated by mirroring, rotating, or stretch¬ 
ing them. 

Also, by the time you read this, Scan- 
Tech will have introduced an enhance¬ 
ment to Signum 2, which will provide 
scalable fonts to 99.9 points. A font edi¬ 
tor that accepts scanned fonts will also 
be released soon. 

Scan-Tech also has a wide assort¬ 
ment of additional character sets avail¬ 
able for $10.00 (Can) each. These in¬ 
clude Times Roman, Old English, 
Rockwell, Souvenir, Latin, Russian, 
Celtic, and a Chemistry font. An op¬ 
tional Right-to-Left Cursor is also 
available, as is an assortment of other 
non-Roman fonts, such as Greek, Ara¬ 
bic, Bengali, Farsi, Hebrew, and Tibet¬ 
an. In addition, because Signum 2 has 
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Unlike some similar 
programs, Signum does not 
make you want to run out and 
buy a hard disk. 



been popular in Europe for some time 
now, between 200 and 300 public do¬ 
main fonts are currently available for it. 
Scan-Tech recently obtained copies of 
these and plans to release them soon. 

The Bad News 

So far I have confined myself to the 
good news—the splendid performance 
and unusual versatility of the program. 
Unfortunately, I suffered through quite 
a bit of bad news before I learned how to 
make the program perform at all; get¬ 
ting to know the program was a real 
chore. 

Perhaps it is because Signum 2 was 
developed in Europe, and perhaps Euro¬ 
peans have different standards of intu¬ 
ition than we do, but I did not find 
Signum 2 at all intuitive. My confusion 
and frustration were compounded by a 
non-intuitive, poorly-written 229-page 
manual. 

The lack of any introductory tutorial 
instruction is the first flaw. The Signum 
2 disks don’t even contain any example 
documents or graphics—a serious hin¬ 
drance in a program whose format is 
incompatible with everything else you 
have ever dealt with. 

The manual does have an index, but it 
offers no help initially, because the 
manual is so difficult to comprehend; 
knowing where to find the description of 
a feature or command does you very 
little good if you cannot understand the 
description when you get there. 

Even after reading the manual 
through completely, I did not really feel 
confident of my understanding of the 
authors’ explanations. Awkward/unfa¬ 
miliar usage such as “whilst” and “it is 
not unwise” didn’t help. 

I spoke with Richard Telford at 
Scan-Tech who, since he uses the pro¬ 


gram continuously and has obvious read 
the manual more than once, was able to 
provide help when I was completely baf¬ 
fled. I am almost embarrassed now that 
I think back on the simplicity of a few of 
my questions. Unfortunately, when the 
manual fails to provide the most rudi¬ 
mentary information, you are often re¬ 
duced to asking “stupid questions.” 

Just as an example, many key pro¬ 
gram operations are invoked via combi¬ 
nations of keystrokes with the Control, 
Shift, and Alternate keys. The manual 
represents these as [C], [S],and [A]—a 
bit of abstraction that I missed com¬ 
pletely [ Me , too. — Ed.], because there 
is no explanation of terms or abbrevia¬ 
tions. Without this one small bit of in¬ 
formation, I was completely stymied 
when I first tried to use the program. 

It is really a shame that such over¬ 
sights have not yet been rooted out of a 
program that has established such a 
good reputation. A small amount of 
Beta testing would have allowed Scan- 
Tech to flatten the learning curve and 
lessen considerably the frustration the 
program metes out to beginners. 

I survived the learning process be¬ 
cause I am fascinated by page layout 


programs; other ST users may be less 
tolerant. Right now, Signum 2 simply 
takes too long to learn. Mr. Telford says 
he is working on a quick reference 
guide, which, if properly done, should 
be an enormous boon to new users. 

Conclusion 

Now that I have finally figured out 
how to use it, I like Signum 2 .1 would 
prefer speedier printouts, so I guess I’ll 
have to add an Atari SLM804 Laser 
printer to my wish list along with the 
Mega 4 I’ve been craving. 

The handling of graphics and scroll¬ 
ing within the program are both reas¬ 
suringly fast, and I can import and ex¬ 
port ASCII files, a feature that is 
especially useful to me, because much 
of the text I create is done on an IBM- 
compatible laptop. Speedy cut, copy, 
and paste are handled by a convenient 
clipboard. 

You can do batch printing with the 
print queue, and GEM menus and 
mouse or keyboard control add to the 
versatility of the program. My only real 
complaint remains the lack of a tutorial 
and quick reference guide. Hopefully, 
Scan-Tech will correct that soon. ■ 
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PRODUCT REVIEW 


Beta-CAD 

A powerful, easy-to-use CAD system for the ST 


C omputer Aided Design — 
CAD—is the modern way to 
produce precise drawings that 
clearly convey technical information. 
While such drawings have been compe¬ 
tently produced by hand for centuries, 
the need for high precision has recently 
made the use of computers common¬ 
place in such fields as aerospace, genet¬ 
ics, digital electronics, physics, and 
chemistry. 

But precision costs money, as Atar- 
ians who have shopped for CAD soft¬ 
ware will attest. Now, however, there is 
a competent CAD program for the 
Atari ST available for less than $100. 

In the following review of Beta-CAD , 
I do not compare the program with its 
competitors; nor do I attempt to list all 
its commands and features. Rather, my 
objective is to give you a feel for what 
the program can do and what it is like to 
use it. From that, I hope you will be able 
to decide whether it is the CAD pro¬ 
gram for you. 

The Interface 

If you have never used a CAD pro¬ 
gram, you may find the Beta-CAD in¬ 
terface a bit strange at first. Rather 
than relying on eye-hand coordination 
to draw shapes with the mouse, you will 
find yourself calling on your right-brain 
to conceive the shapes you want to use 
and the relationships between them and 
on your left-brain to determine their 
technical specifications. 

In Beta-CAD , shapes are generated 
from points. If for example, you want to 
draw a circle, you must either choose an 
existing point on the screen or place a 
new one to serve as the center of the 
circle. You then enter the diameter or 


Beta-CAD 


System: Atari ST 
Version reviewed: 1.0 
Required equipment: 520K RAM; 

monochrome monitor 
Copy protection: None 
Summary: A powerful, easy-to-use, yet 
inexpensive CAD program. 

Price: $89.95 til 9/30/89; $139.95 
thereafter 
Manufacturer: 

Beta-CAD 
31 Millard Rd. 

North Attleboro, MA 02760 
(508) 695-9175 


radius of the circle and watch as the 
computer generates the shape you have 
specified with up to three-digit preci¬ 
sion in inches, feet, or millimeters. 

The accuracy of your drawing, there¬ 
fore, depends on your ability to place 
points correctly. Fortunately, Beta- 
CAD makes it easy to do just that. 

The initial point in your drawing can 
be placed arbitrarily using the mouse. 
Each subsequent point can be placed in 
the same manner or, for greater preci¬ 
sion, by keying in its position along set X 
(horizontal) and Y (vertical) axes. 

Points can also be located in relation¬ 
ship to other shapes or entities on the 
screen. If, for example, you want to 
place a point exactly in the middle of an 
existing line, rather than place it man¬ 


ually based on a visual estimate, you can 
place it precisely with the Point On a 
Line command. 

Moreover, points that are likely to be 
used for reference in the drawing are 
placed automatically. You do not, for 
example, have to place points at the 
ends of lines and at the vertices of rect¬ 
angles; the appear automatically. 

In general, point-related commands 
provide a means of describing where the 
point should go, so the computer knows 
precisely where to put it. Most guess¬ 
work is eliminated. 

Entity commands provide a means of 
generating and manipulating shapes 
with reference to points or other shapes. 
To draw an arc, for example, you indi¬ 
cate the point that is to be the center of 
the arc and then key in the starting and 
ending angles of the arc. 

To generate a rectangle, you indicate 
a starting or corner point and then key 
in the X and Y dimensions. An angle 
can be added to a line by indicating the 
beginning and ending points of the line 
and then keying in the desired angle 
value. 

You can duplicate shapes, moving 
them from one point to another, and 
rotate them a user-specified number of 
degrees about a point. 

Obviously, you need a basic working 
knowledge of geometry to make the 
most effective use of Beta-CAD . You do 
not, however, have to be a mathematical 
genius; the interface is friendly and for¬ 
giving. 

Documentation 

The manual was obviously designed 
with the non-CAD user in mind. It as¬ 
sumes nothing—not even that you know 
which side of the disk should face up in 
the disk drive. I wish more software 
developers would take this systematic 
approach to documentation; every be¬ 
ginner has to start somewhere, and the 
extra page of so of basic instruction that 
makes loading a program a rewarding 
rather than a frustrating experience is 
well worth the space it takes in the man¬ 
ual. 

With the introduction accomplished, 
the manual proceeds to describe in al¬ 
phabetical order the commands offered 
by the program. There are about 100 
commands, many of which can be used 
in more than one mode. 

Each command is described in detail, 
and an example, which is really a mini- 
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tutorial, is provided to help you under¬ 
stand how to use it. As is appropriate to 
a graphics-oriented program, many of 
the examples include illustrations. 

In addition to the hardcopy examples 
in the manual, Beta-CAD provides files 
on disk that you can use in conjunction 
with the tutorial to create a very effec¬ 
tive learning environment. The last 
chapter carries the tutorial to its logical 
conclusion, leading you step-by-step 
through the process of creating a whole 
drawing. 

The writing in the manual is direct 
and to the point—not exactly chatty 
and virtually devoid of style. But we are 
striving for technical precision here, not 
literary excellence, right? The only an¬ 
noying error I found was the consistent 
misuse of “lets” for “let’s” (as in “let 
us”) throughout. 

Literary style notwithstanding, the 
Beta-CAD documentation is well-de¬ 
signed and effective. 

The Project 

After studying the documentation 
and tutorial carefully, I decided to put 
Beta-CAD to the test by designing an 
all-wood speaker stand that could be 
glued together. 

The project required six drawings of 
approximately the same difficulty. The 
first drawing took me two hours to com¬ 
plete. In that time, I began to under¬ 
stand the logic behind the program, 
however, and the second drawing took 
me only one hour to create. By the time I 
finished the second drawing, I had be¬ 
come familiar enough with the com¬ 
mands that I quickly completed the re¬ 
maining four drawings in less than an 
hour. 

The main tools I used to draw Part A, 
the main support structure, were the 
Rectangle and Add Angle commands. 
To begin, I placed a point near the bot¬ 
tom of the screen. From this point I 
generated two rectangles. For the first, 
which was to represent the width of Part 
A, I keyed in dimensions of 5 for X 
(width) and 36 for Y (height). 

For the second rectangle, which 
would represent the thickness, of Part 
A, I keyed in dimensions of 1 for X and 
36 for Y. At this stage, the drawing 
looked like two rectangles of the same 
height sharing a common side. To trans¬ 
form these rectangles into a three-di¬ 
mensional plank, all I had to do was add 
angles at the bottom and top. 

With the Angle command, I indicat¬ 
ed that the leading ends of the lines in 
both rectangles were to remain station- 
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DRAMING »4 



ary and the trailing ends were to move. I 
keyed in angles of 45° and specified the 
direction in which they should open. 
Suddenly, in place of my two rectangles 
I had an object with height, width, and 
depth. I completed the top of the plank 
with two simple Line commands, and 
Side 1 of Part A was done. 

But I also needed a view of the other 
side of the plank. Creating the view of 
Side 2 turned out to be the essence of 
simplicity. I drew a vertical line in the 
center of the screen and used the Mirror 
command to duplicate and reverse the 
image of Part A. 

Next, I needed to indicate where I 
wanted holes to be drilled in the boards. 
I first used the Point on a Line com¬ 
mand to find the center line of Side 2. 
To do this, I simply indicated the line on 
which I wanted to find a point and the 
distance from the end of the line the 
point was to be—in this case, half way. 
The program quickly located the center 
of the line and placed the point there. 

That done, I generated a vertical line 
centered in the width of the plank, using 
the Extend Line command. When the 
command prompted me for the begin¬ 
ning point of the line, I indicated the 
center of the width. When it prompted 
for the X and Y locations, I entered 0 
and 36 (the length of the line). 

I then had a line on which I could 
place points that would be the centers of 
the holes. To place these points, I again 
used the Point On A Line command. 
Finally, I used the Circle command to 
place X U" circles on the points. 

Adding Dimensions 

To add the dimensions on the draw¬ 
ing, I used the X and Y Dimension com¬ 
mands. To indicate the height, I used Y 
Dimension, telling the program that I 
wanted to use the bottom of the board as 
my starting point and the top as my 
ending point. When Beta-CAD prompt¬ 
ed for a place to put the dimension, I 
indicated a convenient spot just to the 
right of the drawing. 

Beta-CAD keeps track of the dimen¬ 
sions of every object you draw, so once I 
identified the line, the program auto¬ 
matically drew in the number 36 and 
the leader lines and arrows. If you don’t 
like the way the dimension notation 
looks, you can delete or relocate it. 

The top and bottom views of Part A in 
Drawing 1 and Parts B and C in Draw¬ 
ing 2 are enlarged to show detail and so 
are not in scale relative to the rest of the 
drawing. I could not, therefore, use the 
automatic dimensioning technique just 
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described. I was, however, able to di¬ 
mension these views manually. 

First I used the Line and Angle com¬ 
mands to draw the leader lines and ar¬ 
rows. Then I used Word, a command 
that allows you to type up to one line of 
letters and numbers at a time and place 
them anywhere on the screen, to type in 
the number of inches. 

To create Part B, I used the same 
technique I had used for Part A. I then 
invoked Duplicate, a command that al¬ 
lows you to designate all or a portion of 
a drawing and copy it to another point 
you choose on the screen. The point I 
chose was located with the Horizontal 
To Point command. First, I selected the 
point at the lower left corner of Part B. 
Then, when I moved the cross-hair to 
the right side of the screen and typed H, 
a point appeared directly in line with the 
point I had selected in Part B. 

I selected the Duplicate command 
and was prompted for the start of the 
area I wanted to copy. I indicated a 
point just above and to the left of Part B. 
I was then prompted for the end of the 
region to copy and indicated a point just 
below and to the right of Part B. 

A dashed, flashing box appeared 
around Part B, and I was asked whether 
I wanted to Copy or Move the drawing 
in that box. I chose Copy and was 
prompted to enter the point to copy 
from. I indicated the lower left corner of 
Part B. Finally, I was prompted for the 
point to copy to and indicated the point I 
had placed on the right side of the 
screen. 

The Powerful Point Command 

For Drawings 3 and 4, I used the 
powerful Point command to find the 
centers of the rectangles. First, I found 
the centers of the bottom and right side 
lines of the rectangle, using Point On A 
Line. Then I chose Horizontal To First, 
Vertical To Second, which prompted 
for the first point—the one that would 
server as the start of the horizonal line. I 
indicated the point in the middle of the 
side line and the followed the same pro¬ 
cedure for the bottom line when 
prompted for the vertical point. 

The computer then located the point 
at which the two lines intersected—the 
middle of the rectangle. 

I wanted to locate the middle of the 
rectangle, because I knew that the holes 
would be IV 2 " from the center at 0°, 
90°, 180°, and 270°. Using the Key In 
Point command, I entered my starting 
point—the middle of rectangle. When 
asked for the X (horizontal) distance to 


the new point, I entered 1.5. For the Y 
distance, I entered 0 and watched as a 
point appeared 1.5" and 0° from the 
center point. 

For the remaining points around the 
center, I entered 0,1.5; —1.5,0; and 
0,—1.5.1 then used the circle command 
to place a X U" circle around each point. 

The dashed lines that appear in 
Drawing 5 were originally solid lines. 
While changing them to dashed lines 
with the Alter Graphic command, I dis- 


The manual was 

obviously designed with the 
non-CAD user in mind. 



covered that one of the options available 
from that command is Arrows, the use 
of which yields the attractive solid¬ 
headed arrows you see in Drawing 6. 

In Drawing 6, the relationship be¬ 
tween Parts C and A (not labelled in the 
drawing) presented a problem. I found 
no way to make the board in front ap¬ 
pear opaque; the lower portion of Part A 
showed through Part C, making the 
whole thing look transparent. 

I solved the problem in two steps. 
First I used the Erase command to re¬ 
move the lower portion. Then, using the 


Join command, I joined Part C to Side 2 
of Part A. 

When I typed the final instructions, I 
found the Word command a bit weak in 
that it requires you to type and place 
each line separately—no problem for 
dimensions and short labels, but a bit 
more trouble than necessary for longer 
descriptions and instructions. 

Conclusion 

Well, there you have it —Beta-CAD, up 
close and personal. From this descrip¬ 
tion, I hope you have concluded as I did 
that, like any CAD program, Beta- 
CAD requires an initial investment of 
time; you cannot sit down with this or 
any other CAD program and expect to 
be productive in minutes. 

You can, however, probably expect to 
see results with Beta-CAD long before 
you could expect to see the same results 
with other, more complicated, pro¬ 
grams. And the longer you work with 
the program, the less time it takes to 
complete each task. 

The price for Beta-CAD is $89.95 
until September 30, 1989. As of Octo¬ 
ber 1, it will cost you $139.95, so if you 
think the program will meet your CAD 
needs, don’t wait to try it. 

Beta-CAD is easy to use, loaded with 
features, and probably the least expen¬ 
sive real CAD program you can buy. It 
is also probably the only real CAD pro¬ 
gram that will run on a 520ST—an ad¬ 
vantage that 520-using designers and 
drafters cannot afford to overlook. ■ 


Late News From Beta-CAD 


T was impressed with the first ver- 
I sion of Beta-CAD and now I find 
X that the program has been made 
even better. An updated version now 
includes Splines. 

A Spline was originally a small, pli¬ 
able length of wood or metal that a 
draftsman would bend and use to as¬ 
sist him in drawing smooth curves. To 
achieve the same effect with Beta- 
CAD, you indicate the starting and 
ending points of the curve you want to 
draw and then add up to ten “ben¬ 
ding” points. The program then auto¬ 
matically draws the curves through 
these points. The Spline command al¬ 
lows you to draw complicated curves 
for which the Circle, Arc, and Ellipse 
commands are not well suited. 

The documentation has been im¬ 


proved, too. In five easy-to-read pages, 
the introduction provides the Atari 
and CAD novice with the skills and 
terminology he needs to follow excel¬ 
lent tutorial. 

Another improvement is the ability 
to save drawings as Graphics, or 
screen files, which preserve the screen 
image only and discard the memory¬ 
consuming, mathematical informa¬ 
tion associated with the entities. 
Graphics files can therefore be loaded 
more quickly. 

As an aside, Beta-CAD has instilled 
in me a respect for GFA Basic. The 
program is written in GFA Basic 2.0 
and is lightning-quick; the language is 
well suited for handling the heavy 
mathematical computations required 
by Beta-CAD. ■ 
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I f you have an Atari ST hard disk 
system that doesn’t seem to access 
files as fast as it once did, a public 
domain fix is as close as your modem. 
Browsing through my ever-growing pile 
of newsletters, I came across an article 
in the December, 1988, issue of the 
MVACE News (the newsletter of the 
Miami Valley Atari Computer Enthu¬ 
siasts) written by their president, Doug¬ 
las D. Hodson. 

Entitled “Turbo Charge Your Hard 
Disk,” the article outlines a procedure 
designed to effect considerable im¬ 
provement in read/write operations 
with the hard disk by the simple addi¬ 
tion of two programs to your AUTO fold¬ 
er. The programs, called Fatspeed and 
Turbosav, are available on MVACE’s 
Blackbird ST BBS (FNET NODE 
281)—(513)253-4898—and on numer¬ 
ous other ST BBS’s. 

Fatspeed is a program that increases 


the searching speed of the File Alloca¬ 
tion Table, or FAT, which holds a listing 
of all the files on your hard disk along 
with information on where the files are 
located. (It performs the same function 
for floppy disks.) 

When you double-click on a program, 
the ST first searches the FAT for that 
file and all the information associated 
with it and then loads it. In the current 
TOS ROMs there is a bug in the search¬ 
ing process. The process is done correct¬ 
ly, but it is done very slowly. This slow¬ 
ness is imperceptible until your hard 
disk starts to fill up, at which time it 
becomes not only noticeable but frus¬ 
trating—hard disks are supposed to be 
fast, no matter how full. 

The second program, Turbosav, in¬ 
creases the write speed of your hard 
disk. Both files are to be copied into the 
AUTO folder on drive C of your hard 
disk. Simply copying them, however, is 


not enough; to work properly, FAT- 
SPEED.PRG must be the first file in the 
folder. Enabling your hard disk to oper¬ 
ate at turbo speed can be accomplished 
by following these simple steps: 

1. Create a temporary folder called 
TEMP. 

2. Copy all the files in your AUTO 
folder to the TEMP folder. 

3. Delete the folder called AUTO. 

4. Create a folder called AUTO. (Yes, 
the one you just deleted. Have faith!) 

5. Copy FATSPEED.PRG into the new 
AUTO folder. 

6. Copy TURBOSAV.PRG into the new 
AUTO folder. 

7. Copy all the files in the TEMP folder 
into the new AUTO folder. 

8. Delete the temp folder. 

9. Reboot your ST (a message on the 
screen will tell you that Fatspeed is 
loaded). 

Your drive is ready for turbo speed. 

SpartaDOS 3.2, R-Time 8, and AtariWriter 

For you 8-bitters, I found an article in 
the March/April 1989 SBACE Ga¬ 
zette (the newsletter of the South Bay 
Atari Computer Enthusiasts) by Dick 
Reaser. The topic is using ICD’s Spar¬ 
taDOS 3.2 and R-Time 8 cartridge with 
Atari’s AtariWriter cartridge. 

Dick recently acquired the R-Time 8 
cartridge, a hardware clock that plugs 
directly into the cartridge slot, provid¬ 
ing the ability to time/date stamp your 
files. It interfaces either directly with 
SpartaDOS or through the Z: handler 
and allows you to piggyback another 
cartridge onto it. 

The challenge was to get SpartaDOS 
3.2, the AtariWriter cartridge, the R- 
Time 8 cartridge, and a printer driver to 
work together in double density, using 
Percom drives. Dick solved the problem 
with the help of Craig Thom of ICD’s 
technical support department. 

It is possible to run AtariWriter , load 
a printer driver, install a RAMdisk, 
work in multiple densities, and date/ 
time stamp on a 130XE. To do so, you 
must first change the name of the print¬ 
er driver created as an AUTORUN.SYS to 
PRINTER.COM. Next put PRINTER.COM 
and the SpartaDOS system files 
RD.COM and TDLINE.COM on a Sparta¬ 
DOS formatted disk with X32D.DOS on 
it. This disk can be true double density if 
your drive supports it. 

Finally, on the same disk, create a file 
named STARTUP.BAT that contains the 
following commands: KEY OFF,tdline, 
TD OFF, RD D8:, PRINTER, and CAR. 

The batch file turns off the keyboard 
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buffer, installs the R-Time 8 handler, 
turns off the time/date display (because 
it crashes AtariWriter ), creates an in¬ 
ternal RAMdisk called D8:, installs the 
printer driver, and finally returns con¬ 
trol to the AtariWriter cartridge. 

The time/date stamp will not appear 
on the file index displayed by the Atari- 
Writer cartridge, but it will appear if 
the disk was formatted in SpartaDOS 
format and viewed directly with Sparta¬ 
DOS. This set-up will read both Atari 
DOS and SpartaDOS disks—single- or 
double-density. 

Disks formatted from the Atari - 
Writer menu will be in the same density 
and format (Atari DOS or SpartaDos) 
as whatever was last read in the drive. 
You can even save and load files to and 
from pre-existing subdirectories. The 
only catch is that you can’t read the 
subdirectory indexes from the Atari - 
Writer cartridge menu, and full path 
names cannot exceed 15 characters. 
Nor is it possible to use the SpartaDOS 
Command Processor, but the added 
flexibility in terms of different density 
and DOS support is worth the sacri¬ 
fice. ■ 


Practical Solutions has announced 
the Atari Computer Enthusiasts Sup¬ 
port Club for all Atari ST User Groups. 
The Club allows user groups to obtain 
one free copy of each Practical Solu¬ 
tions product for a one-time member¬ 
ship fee. 

A group that wishes to join must sub¬ 
mit a letter of application signed by an 
officer of the user group, a check or 
money order for $25, and a request for 
the first product the group wants to re¬ 
ceive (only one product at a time can be 


This year’s Southern California 
Atari Computer Faire will be held Sat¬ 
urday and Sunday, September 23 and 
24, 1989, at the Glendale Civic Audito¬ 
rium in Glendale, CA. 

Hours are 10:00 a.m. to 6:00 p.m. on 
Saturday and 10:00 a.m. to 5:00 p.m. on 
Sunday. Admission is $3.00 for Atari 


requested). 

The product becomes the property of 
the user group, which agrees to present 
it at a regular meeting and review it in 
an issue of its newsletter. 

To receive a second product, the club 
must submit a copy of the newsletter in 
which the review appeared, and so on. 

Letters of application and inquiries 
should be sent to Practical Solutions, 
Attn: ACE Support Club Coordinator, 
1135 N. Jones Blvd., Tucson, AZ 
85716,(602) 322-6100. ■ 


user group members; $5.00 for all oth¬ 
ers. 

For more information, contact John 
King Tarpinian, HACKS, 6055 Ca- 
huenga Blvd., #2 , North Hollywood, 
CA 91606, (818) 760-7831. If you call, 
please do so before 9:00 p.m. Pacific 
time. ■ 


Atari Faire In Southern California 
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(new!) Turbofile — 80 column file manager 8-bits 


• 80 Column Screen (requires XEP80 controller) 

• Companion program to Turboword + (see below) 

• 3 times the storage per disk as Synfile™ 

• Import DIF files such as Synfile™ files 

• Use DOS 2.5,™ SpartaDOS,™ MYDOS,™ 
or DOS XL™ 

• Documentation/files for use with upgrades 

• Ave. 6000 records on two floppy data disks 

• Tens of thousands of records on hard drive 

• Automatic SpartaDOS subdirectories 

• Automatic ramdisk management 

• Formats immediate printouts 

• Formats reports with columns and labels 

• All formats saved! 

• Powerful sorting for large databases 

• Convert DIF files 

• DOS operations within program 

• Extensive documentation with Quick Course 

• Quick Course disk ready to boot 

• Only one drive required 

Turbofile (TBF) integrated features with Turboword+ 
(TBW) word processor: Pull records from TBF during 
mail-merge. Send paragraphs and address files from TBW 
to TBF. Send address in current letter in TBW to TBF 
address file. Create TBF input screen with TBW. TBF 
uses TBW file structure for data files, so they load directly 
into TBW. Data separated by definable printer character 
for auto-formating of columns, etc. in TBW file. Keep both 
programs on the same disk/ ramdisk/partition. 


$49 


Turboword — 80 column word processor 8-bits $49 
Turbobase — 8-bit business data base 40 or 80 columns $ ] 59- $ I 79 


Ultrabase ST — flexible database for ST S139 


MicroMiser Software, /Qfy\ SfifLfVZdK 

31413 Westward Ho, Sorrento, FL 32776 OOD-V 1‘iD 

Dealers please call Horizon Computers (303) 777-8080 

Svnlilr h a trademark of Synapse Software. Atari and XEPflO are trademarks of Atari. Inc. 
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color COMPUTEREYES M 

• 111111111111111111111111111111111111111111111 

Incredible COLOR video digitizer. • The first and only full color digitizer 
for the ST • Uses standard video inputs like video camera, VCR, or video 
disk. • Works in all ST resolutions. Low res provides 16 shade black and 
white or full color pictures. • Pictures can be used with Degas, 

Neochrome, Powerprint and others. • Automatic calibration of contrast, 
brightness and white balance. • Plugs into cartridge port for easy set-up. 

• Capture your picture or that of your favorite star. ONLY $199.95 
SPECIAL OFFER - Buy both Computereyes and Powerprint and SAVE 20.00 
from the total. 

MEGADISK Ultra high speed solid state disk drive • 500% 

Faster than a Hard Disk • Provides almost instant booting • Like a RAM disk 
that's always loaded with your favorite programs and ready to use • One 
megabyte of Solid State storage • Built in battery back-up in case of 
power failures 

MEGADISK is actually one megabyte of RAM that simply plugs into your 
cartridge port. It acts as an added disk drive that's ultra fast and always 
ready for use. Like a Hard disk, MEGADISK won't loose its memory when 
your computer is turned off. It comes with its own power supply and 
battery back-up system so its independent of your computer. 

Megadisk can be configured according to your needs. • Set it up as 
one large disk • An 800K double sided disk and a 200K hardware print 
buffer • Or as two 400K single sided disks and a print buffer 

Megadisk will work fine with your current system whether you have a 
hard disk and two drives or you're just getting started. 

Megadisk is perfect for those who want the high speed of a hard disk 
for a lower price. Its even better for power users or software developers 
who may already own a hard disk and two drives but want extra speed 
and power. Megadisk can also emulate other cartridges for testing and 
back-up. In addition Megadisk can be used with Switch/Back to allow you 
to instantly jump between two full size one meg S% P- 

applications. 

Price Subject to change 

Megadisk Clock Option - Adds a Clock/calendar card to your Megadisk 
cartridge. Contains replaceable Three year battery 29.95 

Polydisk Polydisk is a 512K version of a Megadisk. Polydisk gives 
you the same fast boot features, the high speed access, and the print 
spooler. Polydisk has a power supply (like Megadisk) but does not contain 
a battery back-up. 

Note: Those with only 512K of main memory can use Switch/Back with a 
Polydisk, just like those with one Meg. 

Polydisk (512K Solid state drive) Only $235.00 

(Clock option card is also available for Polydisk $29.95) 



BLOW YOURSELF UP 


Imagine your picture on a 6 foot poster. Create a business graph that 
can cover a wall. Quality output for posters, t-shirts, news letters, and more. 

POWERPRINT 

Whether it's a photo digitized with ComputerEyes, a masterpiece 
created with Degas, or the winning screen from your favorite game, 
POWERPRINT can print it with unequaled clarity and resolution. PowerPrint 
supports ALL ST resolutions. It prints multiple sizes up to GIANT WALL SIZED 
POSTERS. Print 16 shades for incredible detail. Print the whole screen or 
ZOOM in on just the part you want. POWERPRINT offers unique effects, 
including rotate, mirror and inverse options. Selective shading option 
allows you to print multi-color pictures on any printer by printing one color 
at a time (using color ribbons). Powerprint lets you capture and print 
almost any ST screen. Works with Star, NEC, Citoh, Gemini, EPSON, XM8048 
and compatible printers. ONIY $39.95 
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High Quality sound digitizer for the ST This powerful 
hardware and software package lets you sample real world sounds and 
play them back on any Atari ST Add special effects like Echo, Reverse, 
looping, pitch manipulation, mixing and envelope control. Turns your Atari 
keyboard into a musical instrument to play songs with your digitized 
sounds (also works with any MIDI keyboard). Digisound makes it simple to 
add sound to your own program, too! Unleash the incredible sounds in 
your ST with DIGISOUND. Supports sampling from 5 to 40Khz, DIGISOUND is 
the choice of the professionals. DIGISOUND was.used to create the voice 
in Chessmaster 2000, and other commercial programs. 

DIGISOUND ONLY V09,95 

DIGISOUND PROFESSIONAL 

All the excellent features of DIGISOUND plus these great extras 
LOGARITHMIC SAMPLING - Special hardware extends the sound quality 
far above the other ST sound digitizers. Logarithmic sampling and 
playback (external amplifiers only) greatly extends the dynamic range 
while reducing distortion and noise. 

Internal Real Time Mixing - Input from a stereo and a microphone so 
you can sing over a tape. 


SWITCH/BACK - Turn your ST into two; requires 1 meg - 
Hardware & Software 

ST PROTECTION TECHNIQUES Book & Disk Package 


$69.95 

$39.95 


< 0 ® 


ATARI 8-BIT POWER 

ALPHA SYSTEMS is constantly innovating to provide more power 
for your 8-bit Ataris 


HACK PACK 
Special OFFER 

The Alpha Systems HACK PACK contains all our 
finest products for making Back-up copies,. 

Analyzing, Understanding and Protecting your 
Atari programs, it comes complete with Atari 

Protection Techniques (Book and Disk I), Advanced Protection Techniques (Book and Disk II), The 
Chipmunk, The Scanalyzer, The Impersonator and Disk Pack 1000. Worth over $150, Get them all 
for the special price of Just $99.95 

Alar! Software Protection Techniques Vol I & II 

These Book and Disk packages detott the most advanced copy protection methods in use today. They 

around them. They include information on Phreaktng • Hacking * On-line security ^Black Poxes * Self- 
destructing programs«Pirate bulletin board systems * Logic bombs * New piracy laws * Hardware 
data keys • Weak sectoring (Phantom, Fuzzy and unstable sectors) * Overfilled tracks * CPC errors ♦ 

Bank Select cartridges and MUCH, MUCH MOPE The disks include automatic program protectors, POP-N-ROCKER 




Protection Scanners, directory hiding and more. 

BOOK I and DISK I $24.95 

BOOK II (Advanced protection) and DISK II $24.95 
Special Offer, Order both sets for Only $39.95 

CHIPMUNK 

Automatic Disk Back-Up System. Make perfectly running unprotected back-up copies of hundreds ot 
the most popular Atari programs. Chipmunk's sophisticated programming Automatically finds and 
REMOVES copy protection from most Atari programs Back-up even heavily protected programs with 
ease. Finally, a back-up system that needs no special hardware or skills. 

(If you need a full list of what Chipmunk copies, calf or write for our free catalog) $34.95 


Scanalyzer Automatically scan & analyze commercial programs Unlock programming secrets and 

learn from the masters $29.95 

Impersonator Cartridge to Disk back up system. Create running back-up copies of any cartridge 
-*-— (up to 16K) $29.95 

CHEAT 

Get more from your games with CHEAT Tired of spending days trying to beat a game? Tired of getting 
stuck just when you need another life? Cheat is an innovative new product that gives you the chance 
you need to beat your favorite games. Cheat works with hundreds of Atari games to give you 
unlimited lives or power. End the frustration and get hours more enjoyment from your games. (Call or 
write Alpha Systems for our free catalog with a full list of the programs that work with Cheat) ONLY $24.95 

BASIC TURBOCHARGER 

NOW for the first time a BASIC programmer can get the power, flexibility and incredible speed of 
machine language. BASIC TURBOCHARGER is a book and disk package that contains over 150 
ready to use machine language routines. Complete instructions show how to add them to your own 
BASIC programs to get these features and more: • Smooth Scrolling • Player/Missile control • Load & 
Save Picture files • Sorting and Searching • Special Effects Graphics • Incredible Speed • Much, Much 
More • Over 150 programs. You've heard of the power of Assembler, now harness it for your own 
needs. $24 95 

216-374-7469 



PARROT II 

An Ail New Parrot sound digitizer for your Atari, Parrot II is a 
sophisticated new hardware device that pfugs into your joystick 
port. Parrot it has two inputs. One tor o microphone and one for a 
— ~ * powered source such as a tape player, radio or Compact Disk. 

The Powerful Parrot II software lets you record sounds into your computer and play them back on any 
Atari. Parrot ii turns your computers keyboard into a musical instrument with nine different sounds 
covering three octaves each. The sounds can be anything, a dogs bark, a piano, o complete drum 
set, a symphony or your own voice. 

Parrot II lets you modify the sounds on o graphic display to create brand new sounds and special 
effects Best of all, the sounds and voices can be put info your own programs that can be used on 
any standard Atari. Explore the world of digital sound and music ONLY $59.95 
Pre-Recorded Sound Disk More pre-recorded sounds for Parfot $4.95 
PARROT II Demo Disk (Does not require Parrot to run) $5.00 

a fast paced, multi-player trivia game that mixes questions 
with real songs (digitized 
with Parrot). Be the first to identify the songs and answer the music trivia questions. Pop-N~Rocker 
comes with three data disks and lets you add new questions so it will never get old Ybu can use a 
Parrot Sound digitizer to add new songs too! Use any kind ot music from Rock to Cfossicof to 
Nursery Rhymes. A new concept in entertainment and a perfect add-on for Parrot. $24.95 

COMPUTEREYES & MAGNIPRINT II + 

Turn your computer into a digital portrait studio. This complete package lets J 

you capture, save & print digital images from your Video Camera, VCR 

or TV. COMPUTEREYES hardware plugs directly into your joystick ports for 
easy use. Print your picture on a 6 foot poster. $119.95 
ComputerEyes camera system 

Comes complete with everything above, plus a black and white video . - - ^ 4 •* 

camera and connecting cable. $329.95 mssm'mM 

Graphics 9 Software - Add a new dimension to your COMPUTEREYES GIANT WALL SIZED POSTERS, 
pictures - captures images in 16 shades of grey. $12.00 
Magniprint II + 

Easily the most powerful print program available today. Print graphics from almost any format in 
hundreds of shapes, sizes, and shades. Supports color printing and lets you create giant posters. 
Magniprint II - 1 - lets you stretch and squeeze, invert, add text, adjust shading and much more. 

Works with EPSON, NEC, Citoh, Panasonic, Gemini, Star, XMM801, and compatible printers. (850 
interface or equivalent required). $24.95 

Graphics Transformer 

Now you can combine the most powerful features of all your graphics programs. Create print shop 
icons from a Koala pad picture, from a photo digitized with ComputerEyes, or any picture file. 

Graphics Transformer lets you Shrink, Enlarge and Merge pictures for unequaled flexibility. $22.95 

YOUR ATARI COMES ALIVE 

SAVE MONEY Finally an alternative to buying expensive computer add-ons. Your Atari Comes Alive 
shows you how to built them yourself. This 'How-To' book and disk package gives you complete 
step by step instructions and programs needed to built and control these exciting devices and MORE: 

• Light Pen • Light & Motor Controllers -Alarm Systems • Voice Recognition • Environmental Sensors 
•Data Decoders • More than 150 pages. Ybur Atari Comes Alive $24.95 



VISA & MASTERCARD, ORDER BY 
PHONE, OR SEND MONEY ORDER TO: 


ALPHA SYSTEMS 1012 SKYLAND DRIVE MACEDONIA, OH 44056 FREE BONUS: DELUXE SPACE GAMES (3 games 
on a disk) Free with any order of 3 or more items. Include $3.00 shp & hdlg (US Canada) Ohio res. add 5 */2% sales tax. 
Foreign orders add $8.00 shp & hldg. Call or write for free catalog. Customer Service Line (216) 467-5665 M-F 9-3. 





































Software 

Survey 

A bundle of great games for 8-bit and ST gamers 


nr ii 


EASE OF LEARNING 


CHALLENGE 
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DOCUMENTATION 


System: Atari ST 
Required equipment: Color 
monitor; joystick 
Copy protection: Yes 
Summary: A very nicely- 
designed driving simulation 
Price: $39.95 
Distributor: 

Top 10 Software 
40308 Greenwood Dr. 
Oakhurst, CA 93644 
(209) 683-7577 


OVERALL RATING 



D riving games have been popular 
since the early days of coin-op 
arcades. The newest wrinkle in 
driving game design puts the player in¬ 
side the car, rather than overhead as in 
Spy Hunter or behind the car as in Pole 
Position. 

The first in-car game was Test Drive 
by Accolade, and now we have a Euro¬ 
pean import that takes its theme from a 
famous British road rally. 

Your goal is to compete in the Lom¬ 
bard Rally. To qualify you must run five 
courses and finish in the top three on at 
least one of them. Because it is a rally, 
you are not racing against other drivers 


as much as against the course and the 
clock. 

Because the game purports to be a 
realistic simulation, your car is not an 
indestructible super-vehicle. When you 
run into things along the road, you dam¬ 
age, at least to some extent, some part of 
the car—tires, engine, body, or suspen¬ 
sion. If the damage reaches 100% on 
any of these, your car is finished. 

Fortunately, you can take a trip to the 
workshop for repairs. Unforunately, 
these repairs cost money. You start out 
with some money and can earn more by 
winning qualifying runs or by taking 
part in a TV interview. 


Actually the interview is really just a 
five-question trivia contest concerning 
the actual Lombard Rally. Some of the 
answers can be found in the booklet that 
comes with the game. 

The workshop also offers some useful 
add-ons, such as a bigger engine, fog 
lights, night lights, and four-wheel 
drive. But, of course, these too cost mon¬ 
ey. 

Each course consists of three sections 
of road. Some sections pass through for¬ 
ested areas, some climb through moun¬ 
tains, some are fogbound, and some 
must be traversed at night. Each course 
Continued on next page 
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has three set times for finishing in first, 
second, or third place. If you beat any of 
these times, you receive some prize 
money and an ovation. 

The driving portion of the game is 
seen from the back seat of your Ford 
Cosworth. On the right side of the 
screen you see the driver—remember 
this is an English car. On the left side of 
the screen is the navigator, who is hold¬ 
ing a map that shows the road on which 
you currently find yourself. Your dash¬ 
board contains the usual tachometer 
and speedometer along with some dam¬ 
age gauges. 

This view is very nice, because when 
you do something, the onscreen driver 
mimics you. Steer by moving the joy¬ 
stick to the left, and the driver turns the 
wheel to the left. Shift up by pushing the 
button while the joystick is pushed up, 
and the driver reaches down and moves 
the stick shift. 

The windshield, which occupies the 
top third of the screen, gives a great 
view of the smoothly moving road. You 
get a real sense of motion—especially 
when you are travelling on a hilly sec¬ 
tion of road. The view outside the car is 
also excellent and nicely detailed. 

As you would expect, the game is 
equipped with a full complement of en¬ 
gine and crash sounds. At the start of a 
section of road, a starter flag is raised, 
and you hear a digitized (Scottish I be¬ 
lieve) voice say, “1 ... 2 ... 3 .. . GO!” 

The only thing missing from Lom¬ 
bard Rally is a Save Game feature. It is 
something of a pain to have to drive 
through all five qualifying courses every 
time you boot-up, so you can compete in 
the Rally. 

If you have a double-sided drive, the 
game plays a very catchy digitized 
theme song that includes the sound of a 
race car zooming by. You actually feel 
as if a car has just passed you and is 
heading off into the distance. 

Lombard Rally is a very realistic and 
challenging driving simulation. If Pole 
Position was your last favorite game, 
try this import and get ready for some 
exciting hours behind the wheel. 

—Clinton Smith 


Hostage 


T hank Heaven for European im¬ 
ports. Hostage , a recent import 
from France (developed by Info- 
grammes) is an audio-visual delight 
that offers outstanding play value. 

The premise of the game is that a 
group of terrorists has seized an embas¬ 
sy where they are holding hostages. 
Your job is to lead an anti-terrorist 
squad on a raid into the embassy to 
rescue those hostages. 

Before you begin your mission, you 
must choose one of the three difficulty 
levels offered. Each level has a different 
number of terrorists and hostages; on 
higher levels the terrorists are more 
agressive. 

Your first task is to position your 
marksmen around the embassy, so that 
one can cover each of the three sides of 
the building. You move them down the 
horizontally scrolling street, ducking 
into doorways and jumping through 
open windows and over walls. You must 
also avoid the embassy search lights, 
which the terrorists are using to keep 
their position secure. If the beam of a 
search light hits you, the enemy opens 
fire. While you are in a hiding spot, you 


-- 

System: Atari ST 

. : ' - 

Required equipment: Color 
monitor; joystick 
Copy protection: Keyword 
Summary: An action-packed 
game that challenges you 
to outwit evil terrorists 
Price: $44.95 
Distributor: 

Mindscape 
3444 Dundee Rd. 
Northbrook,IL 60062 
(312) 480-7667 



OVERALL RATING 


can switch to a map to see how far you 
are from your sniping position. Once 
you have your men safely in position, 
you move on to the next phase. 

A helicopter flies over the building 


Tetris 


L ast but not least... the Atari ST 
might be last on the long list of 
computers to get a translation of 
Tetris , but the job done by program¬ 
mers John Jones-Steele, Gary Poon, 
Jody Sather, and Dan Guerra is abso¬ 
lutely outstanding. Compared with the 
Apple, Commodore, Mac, NES, and 
PC versions, the ST version really 
shines. 

In case you somehow missed the vivid 
yellow Russian lettering on the bright 
red package or ad and don’t know what 
Tetris is all about, let me fill you in. 
Dreamed up by a 30-year-old Soviet 
researcher, Alexey Pazhitnov, at the 
USSR Academy of Science, Tetris was 
programmed by 18-year-old Vadim 
Gerasimov, a student at Moscow Uni¬ 
versity. Tetris became a commercial 
product through the joint efforts of 
Academy Soft (Moscow), Andromeda 
Software (London), and Spectrum Ho- 
loByte (USA). 

In the game, you must deal with seven 
differently shaped pieces, each consist¬ 
ing of four squares, as they tumble from 
the top of the screen into an empty 
“pit.” Each piece can be rotated and 
moved to the right and left as it drops. 



System: Atari ST 
Required equipment: Color 
monitor; joystick optional 
Copy protection: Yes 
Summary: Most addictive 
logic puzzle game since 
Shanghai 
Price: $34.95 
Manufacturer: 

Spectrum HoloByte 
2061 Challenger Dr. 
Alameda, CA 94501 
(415) 522-3584 


CHALLENGE 


OVERALL RATING 


Your object is to fit all the pieces 
together to form a complete row with no 
gaps. When a row is completely filled, it 
vanishes and all the pieces above it drop 
down one level. 

The quicker you position each piece 
and allow it to drop into place, the high- 
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and drops three of your men on the roof. 
You then must rappel down the side of 
the building and swing in through a 
window. Once inside, you must search 
the rooms and hallways of the three 
floors for hostages and terrorists. 

When you find a hostage, he will fol¬ 
low you up to the top floor to a special, 
windowless safe room. If you run into a 
terrorist, you must shoot him with your 


machine gun. Be careful, though, ter¬ 
rorists like to use hostages for protec¬ 
tion, and if you are not careful, you 
might kill one with a stray bullet. 

For added assitance you can use your 
marksmen to pick off any terrorists who 
are stupid enough to stand in front of 
windows. Once again, you must be care¬ 
ful, because hostages stand by windows, 
too. 


If you manage to rescue all the hos¬ 
tages or kill all the terrorists in the time 
allotted, you get to read a newspaper 
report on the mission, which can have 
mixed effects on your ego—the press 
can be unforgiving of mistakes. 

The play mechanics of Hostage are 
very good and very easy to master. Ev¬ 
erything is joystick-controlled, except 
selecting which team member you want 
to control during the sniper positioning, 
assaulting the embassy, and sniping, all 
of which are handled with the function 
keys. In this game, controlling the char¬ 
acters, far from being the chore it is in 
many games, is actually part of the fun. 

The graphics and animation are very 
smooth and are complemented by great 
digitized sounds. The opening sequence, 
in which the terrorists enter the embas¬ 
sy, has everything from screeching tires 
to police sirens. The digitized music 
during sniper placement and embassy 
assault is very ominous and full of bass. 

Another thing I like about Hostage is 
that it doesn’t take very long to play— 
about ten minutes ... less if the terror¬ 
ists are really effective. 

I recommend Hostage highly. The 
play value is high and the game should 
keep you happily engrossed for many 
hours. — Clinton Smith 



er your score. Thus, when playing, you 
have two additional subgoals: to posi¬ 
tion each piece so that there is a place 
for the next one, regardless of shape and 
to do so as quickly as possible. 

After a certain number of rows van¬ 
ish, the pieces start to drop at a faster 
rate. There are ten drop rates, which 
correspond to the ten playing levels. If 
you are feeling particularly masochis¬ 


tic, you can start playing at the ninth or 
tenth level, although this usually results 
in a very short game. On the other hand, 
as you gain proficiency, you might want 
to start at a higher level in the hope of 
achieving a higher score. 

You normally start the game with an 
empty pit, but to increase the challenge, 
you can raise the height of the bottom of 
the pit to 4,7,10, or 13 rows. Personally, 


I find any height much over seven more 
frustrating than challenging, but the 
option is there if you want it. 

Another important option—especial¬ 
ly when you are learning the game—is 
called Next Shape. When this is select¬ 
ed, the shape of the next piece to fall is 
shown at the upper left. Thus, if you see 
that a square block is coming, you know 
you should leave at least one two-block¬ 
wide flat space to accommodate it. 

The Tournament Play option repeats 
the same sequence of pieces and levels 
as the previous game. You can also se¬ 
lect a time limit for each game. The 
scores of up to six players are recorded, 
and the player with the highest score 
wins. Of course, if a tournament play 
score is high enough, it will also be en¬ 
tered on the Ten Top Comrades perma¬ 
nent scoreboard. 

Other options toggle the music on 
and off, show game statistics, offer help, 
pause the game, and identify the mag¬ 
nificent background artwork, which 
changes as you advance from level to 
level. 

The game has rightly been dubbed, 
“the Soviet Challenge,” and if you are 
like me, you will find it not only chal¬ 
lenging, but provocative, fun, and utter¬ 
ly addictive! — David H. AM 


VOLUME 9 NUMBER 5 ATARI EXPLORER 55 

























RiiS 

»JiE * * 




T 4 r " . * * J*~ I 


W illow is an action/adventure 
game based on the exploits of 
the characters that inhabit 
the movie of the same name. The evil 
sorceress Queen Bavmorda is trying to 
eliminate the infant Elora Danan, who 
is destined to dethrone her if she lives. A 
Nelwyn farmer named Willow finds the 
baby and tries to get her to safety. 

Willow consists of eight mini-games, 
all of which you must master to com¬ 
plete the quest. The game can be played 
in either practice mode or quest mode. I 
suggest playing in practice mode until 
you become familiar with the various 
parts of the game. 

Your first goal is to escape from the 
Dungeons of Nockmaar Castle, Bav¬ 
morda’s stronghold, carrying the child 
Elora. Using the keyboard, mouse, or 
joystick, you can either pass through 
one of the visible exits that appear in the 
rooms displayed before you, or return 
the way you came. You must hurry, 
because Bavmorda’s guards are after 
you. Getting out of the castle takes a lot 
of practice and a bit of map-making. 

After escaping from the castle, you 
travel through the woods as Willow Ulf- 
good. With Nockmaar troops and 
Death Dogs hot on your trail, you must 
reach the Daikini Crossroads before 
they catch you. Fortunately, you have 
magic acorns, which turn your pursuers 
into stone, to throw at them. You start 
out with three of these lethal nuts, but 
you can find more in the woods. 

At the Daikini Crossroads, the third 
part of the game begins. There your find 
two cages—one holds a warrior named 
Madmartigan who will help you; the 
other holds death. 

One of the more interesting parts of 
the game is the spellcasting section. 
You must change the good sorceress Fin 


Raziel, who currently resides in the 
body of a possum, back into human 
form. This is not easy, because you must 
use the right combination of “runic 
charms” to put her through three differ¬ 
ent changes. First you change her into 
raven, then a goat, and finally a human 
being. 

At one point in the movie, Willow and 
Madmartigan escape Bavmorda’s men 
by sliding down the icy slope of a moun¬ 
tain on a shield. In the game, you must 
navigate a labyrinth of ice tunnels on a 
shield. As in the dungeons, it is a good 
idea to draw a map here. 

Despite Willow’s best efforts and ex¬ 
emplary bravery, Bavmorda catches the 
child Elora and begins the ritual that 



will banish her forever. You, this time as 
Madmartigan, must defeat Bavmorda’s 
general, Kael, in a swordfight as the 
forces of good storm Nockmaar Castle 
to save the child. But first you must 
dodge a shower of arrows, spears, axes, 
and fireballs. 

Playing this game is simple. You can 
slash high or low or thrust in the middle. 
The general is a great swordsmen, how¬ 
ever, so he is not easy to beat. 

The grand finale of the game cannot 


be played in practice mode. You must 
complete all the other games successful¬ 
ly and in order before you can embark 
upon the Final Battle with Queen Bav¬ 
morda herself. You fight her with mag¬ 
ic, conjuring a spell of nine symbols 
before she gets to the altar where Elora 
lies. 

As you make your way through the 
game, you have eight chances to suc¬ 
ceed in each part. When you fail, you 
see a picture of Queen Bavmorda, sur¬ 
rounded by eight candles. As you fail, 
the candles are extinguished. When all 
eight are out, the game ends. 

In practice mode, you can play each 
part of the game as many times as you 
want by pressing FI before the disk 
starts to load the next screen. You can 
also pause or exit the game. Once you 
complete the quest successfully, you can 
reset the game, changing all the maps 
and spells, so you have new game. 

The graphics in Willow are colorful 
and nicely done. Digitized pictures from 
the movie, which appear between parts 
of the game, are appealing and help you 
feel like a participant in the movie. 

I enjoyed playing most of the games 
in Willow , though a couple were only 
mediocre. I especially liked the woods, 
the dungeons, the swordfighting, and 
the spellcasting sections. In general, the 
quest is quite simple for experienced 
adventurers to master. 

Overall, I liked Willow —probably 
because I liked the movie so much. It is a 
good game that lets you re-live the story 
through a reasonably good mix of action 
games. My one criticism is that it takes 
a long time to load each part of the 
game. This is no problem in practice 
mode, but in quest mode it delays game- 
play and detracts from your enjoyment. 

—John S. Manor 
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ragprari System: Atari 8~bit or ST 

Eg Required equipment: None 
cfjioc Air wii ^ „ - t 

Copy protection: None 

Summary: A challenging strategy game 

CHALLENGE With lots of action 

Price: 8-bit, $24.95; ST, $34.95 

Manufacturer: 

GRAPHICS Datasoft 

19808 Nordhoff PI. 

BrMH^TllH Chatsworth.CA 91311 


OVERALL RATING 


Firezone 


F irezone is an entertaining strate¬ 
gy game that takes you into the 
middle of the next century to 
command a high-tech army. It offers 
enough strategic challenge and action 
to please both wargamers and arcade 
game fans. 

Armies in the 21st Century are pro¬ 
tected by energy shields, so convention¬ 
al warfare has re-emerged as the means 
by which nations expand their influ¬ 
ence. These armies are made up of a 
formidable array of military units, in¬ 
cluding Grav tanks, heavy tanks, Levia¬ 
thans (huge armored vehicles), Nova 
Guns (artillery), striders (walking 
tanks like those in “The Empire Strikes 
Back”), and armored infantry. As com¬ 
mander of one of these armies your goal 
is simple: destroy, eliminate, crush ut¬ 
terly, or otherwise defeat the enemy. 
Since your opponent has access to the 
same advanced units you do, victory de¬ 
pends on your superior strategy and 
ruthlessness. 

When the superpowers of the 20th 
Century faded away, the two main 
world powers were the Pacific Combine 
and the European League. You may 
command either side in any of the nine 
scenarios included on the Firezone disk. 
You can also make up your own scenari¬ 
os or edit the existing ones with the 
game designer program. You can play 
against the computer or against another 
player. 

Firezone lets you play with the units 
of both sides either hidden or displayed. 
The manual suggests, however, that be¬ 
ginners play with units displayed. I 
think hiding units makes for a more 
interesting game; you know where an 
enemy unit is only when it fires at you. 

Firezone is played in a series of turns, 
each of which represents one minute of 


actual time. Grav tanks and striders are 
fast, so battles develop and conclude 
quickly. An average game lasts for few¬ 
er than 20 turns, and all games end 
automatically after 50 turns. (The bat¬ 
tle is so intense that I don’t see how 
there could be anything left on the bat¬ 
tlefield after that many turns.) 

Each turn consists of a movement 
phase and a combat phase. Both sides 
can fire in the combat phase, if they are 
within range of a target. The computer 
controls which units fire, adding a ran¬ 
dom element to gameplay. After both 
sides have had a turn, a screen appears 
to let you know how the battle is going; 
you see the percentage of losses for both 
sides. When the game is over, each play¬ 
er is rated on his performance. 

During a movement phase, you can 
enter a scan mode and scroll around the 
screen, searching out the enemy and 
observing the terrain. Part of your strat¬ 
egy must be to use the terrain to your 
advantage; it is more difficult to dis¬ 
lodge a heavy tank unit from a city, for 
example, than it would be if that same 
unit stood out in the open. 

Movement and firing are accom¬ 
plished via the ST keyboard. You place 
the cursor on the spot to which you want 
to move; the distance you can move de¬ 
pends on the number of movement 
points your unit has. Grav tanks and 
striders can move the farthest in one 
turn, because they are the fastest units. 
Leviathans are the slowest and most 
powerful. 

To fire on any enemy unit in the com¬ 
bat phase, you move the cursor onto the 
enemy unit and fire. If the enemy is in 
line of sight, your unit will fire a blazing 
barrage at it. The effect of the attack is 
determined by the composition of the 
units involved and the terrain. 


The game scenarios vary from small 
skirmishes between a few Grav tank 
units to all-out battles involving dozens 
of units, from striders and infantry to 
heavytanks and Nova Guns. The man¬ 
ual describes the first three scenarios 
and the goal of each. When you play the 
last six scenarios, however, you must 
figure out the goal as you play. 

The Firezone manual is well-written 
and easy to read, though the pictures of 
game screens are blurred and not very 
helpful. I also found a couple of incon¬ 
sistencies between the documentation 
and actual gameplay, but none was seri¬ 
ous enough to diminish my enjoyment 
of the game. 

Firezone offers plenty of strategy, a 
variety of powerful units to command, 
and a wide-open battlefield on which to 
move around. I enjoyed Firezone as 
much as any wargame I’ve played in the 
past year. It is a good strategy game for 
armchair generals and a game that ar¬ 
cade gamers will like too. 

—John S. Manor 


"He's got a mind like a 
computer—could use some software , 
though. " 
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System: Atari ST 

Required equipment: Color monitor; 
joystick 

Copy protection: Yes 
Summary: Two action/adventures 
revolving around the Caped Crusader 
Price: $39.95 
Distributor: 

Data East USA 
470 Needles Dr. 

San Jose, CA 95112 
(408) 286-7074 


I ’ve always been a big fan of Bat¬ 
man. I have seen every episode of 
the old TV series at least four times, 
and I’m looking forward to seeing the 
new Michael Keaton movie. So, when I 
heard that a game based on the exploits 
of the Caped Crusader had been re¬ 
leased, I was eager to give it a try. 

Batman , the game, consists of two 
separate action/adventures. In the first, 
you must foil the plans of your archene¬ 
my, the Penguin. The evil umbrella- 


wielding villain has opened a factory 
and is turning out hordes of robotic pen¬ 
guins with machine guns in their tum¬ 
mies. Your job is to find the Penguin’s 
secret computer and sabotage it. 

In the second adventure, the Joker 
has kidnapped Robin, the Boy Wonder, 
and is holding him hostage at a nearby 
carnival. You must make your way 
through the Gotham sewer system, de¬ 
fuse an assortment of bombs that the 
Joker has planted, and rescue your side¬ 


kick. 

Each adventure comes on its own 
self-booting disk, so you can play them 
in whatever order you wish. 

You control Batman as he goes from 
screen to screen looking for objects he 
can use to solve the puzzles that will 
eventually lead him to his goal. On 
many screens, Batman can fight roam¬ 
ing thugs. If he defeats them, they run 
off, leaving behind food, which Batman 
needs to keep his strength up. 


G old of the Realm is a bit diffi¬ 
cult to fit into an entertainment 
software category. It is surely 
not an arcade game, but then, it isn’t 
much of an adventure, either. Com¬ 
pounding the problem is the fact that 
Gold of the Realm doesn’t really offer 
any truly outstanding features. The 
graphics are about average. And the 


sound, unless you have a MIDI- 
equipped keyboard, is also unremark¬ 
able. What we have here seems to be the 
decent first effort of a talented amateur 
programmer. 

The game casts you as a young peas¬ 
ant in search of wealth—the gold of the 
realm. Before you start your quest, how¬ 
ever, you must choose a difficulty level. 


The easy level offers one castle and 79 
screens. The medium level gives you two 
castles and 159 screens. The hard level 
boasts four castles and 320 screens. 

In addition, the more difficult levels 
present more foes and obstacles and 
more items to find. Also, the third level 
randomizes certain items and condi¬ 
tions, effectively making each new 


Gold of the Realm 
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System: Atari ST 
Required equipment: Color monitor; 
joystick 

Copy protection: 

Summary: An unremarkable 

adventure with a few special features 
Price: $39.95 
Distributor: 

Magnetic Images 
P.O. Box 17422 
Phoenix, AZ 85011 
(602)265-7849 

_________ 
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Your main opponent in the game is 
your health. As you fight, and even 
when you are just walking around, your 
health is deteriorating. Your health is 
represented by a picture of Batman’s 
face, and as your health worsens, the 
flesh sort of melts from the face, leaving 
just the skull visible. When the skull is 
completely uncovered, the game ends. 

To maintain your health, you must 
eat. Food items that you find—a ba¬ 
nana, for example—give you a big 
boost, while the food that the thugs drop 
gives you a smaller lift. 

By pulling down on the joystick and 
pressing the button, you can pick up 
items or switch to your inventory 
screen. On the inventory screen, using a 
pointer shaped like the image on Bat¬ 
man’s chest, you can click on icons to 
turn off the background music, restart 



the game, return to the action, drop an 
item, or use an item. The items that you 
are carrying are represented by icons on 
this screen, which allows easy manipu¬ 
lation. 

I found it rather difficult to get into 
Batman at first, because I was expect¬ 
ing a fighting game. Batman’s fighting 
abilities are limited to a small number 
of moves, so the game doesn’t stack up 
well alongside some of the currently 
popular martial arts games. 

As I got deeper into the game, howev¬ 
er, the adventuring aspects became 
more and more involving, and I began to 
really enjoy playing. 

Batman is rather limited in the audio 
department, but has some very nice 
comic book style graphics. The charac¬ 
ters who populate the adventures (Bat¬ 
man, Penguin, Penguin’s thugs, Joker, 
Joker’s clowns, and Robin) are all very 
detailed and nicely animated. As you 
move from screen to screen the scenes 
are depicted as overlapping comic-style 
panels. 

My only real complaint about the 
game is that it doesn’t have a Save 
Game feature. 

Batman , the action/adventure, al¬ 
though a bit short on the action, is an 
excellent adventure that should be par¬ 
ticularly appealing to fans of the fam¬ 
ous Caped Crusader. — Clinton Smith 


game slightly different from the others. 

The three levels of difficulty and the 
numerous screens combine to offer 
quite a large amount of potential adven¬ 
turing, which is definitely one of the 
strong points of the game. 

Using the mouse along with the joy¬ 
stick to make your way through the 
game gives you access to a number of 
special extra functions. Pressing the left 
mouse button, for example, pauses the 
game and places a customized cursor in 
the option bar at the right side of the 
action screen. From there, you can reset 
or save your game. You can also quit 
and return to the desktop or select an 
item from your inventory. 

If you elect to save the game, you will 
need a blank formatted disk; unfortu¬ 
nately, you can save only one game per 
disk. 

You use the joystick to guide your 
character along the well-defined paths 
that wind through the game. When he 
comes to the edge of the screen, a new 
screen appears almost instantly. There 
is not much action in the game, so this 
technique does not interfere with the 
gameplay. 


The animation in Gold of the Realm 
is very nice, but not extraordinary. The 
skeletons are especially well done. You 
see the castle from above and the char¬ 
acters in profile to allow for more ani¬ 
mation. 

Useful items must be collected dur¬ 
ing play. Especially essential are the 
numerous keys, which are identified by 
color. Some rooms contain food, which, 
when eaten, increases your strength. 

Another feature that distinguishes 
this otherwise rather ordinary game is 
the use of stairways, which allow you to 
move up and down within each castle. 
They are nicely rendered on the screen 
and provide for much more complex ad¬ 
venturing. 

Magnetic Images offers one of the 
more satisfying disk replacement poli¬ 
cies in the industry. If your disk should 
fail after the initial warranty period, S3 
will get you a replacement. 

In conclusion, Gold of the Realm is a 
nice first effort, but lacks the action 
most ST owners have come to expect 
from the new acade/adventures. It is 
about average in its class. Ask for a 
demo before you buy. — Frank Eva 
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Public Domain 
Software 
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Utilities - Games - Music - Applications 
Graphics - Educational and much more... 
Telephone Support - Same Day Shipping 
Free Catalog Updates 


FREE Disk & Catalog 


Receive a coupon good for a FREE Public 
Domain Disk with any purchase when you 
Call or Write for our FREE Catalog. 


(800)347-6760 


ST Disks 

#57 - Tease Me Adult Animation (Color Only) 

#145 - Five Children’s Programs (Color Only) 

#352 - Lost Treasure (Lode Runner Clone, Color Only) 
#374 - Two Database Programs, PrintMaster 

Cataloger, Print Shop to PrintMaster Converter 
#393/394/533 - PrintMaster Graphics 
#400 - Seven Disk Labeling Programs 

(w/100 Pin Feed Disk Labels $6.95) 

#470 - Two Virus Killer Utilites, Database and more 

#475 - Werty’s House of Horror (Adult Game, Color) 

#500/600 - Publishing Partner Fonts 

#511 - Dungeon Master Maps for Levels 1-7 

#512 - Dungeon Master Hints/Character 

#514 - Monochrome Emulator V3.0 and more 

#551 - Kid Shapes Ages 2-8 (Color Only) 

#555 - The Assistant Chef - Electronic Cookbook 
#557 - Children’s Programs (Color Only) 

#567/728 - Desk Accessories 

#575 - Sheet V2.0 - Shareware Spreadsheet 

#588 - Pac Man, Hangman and more (Color Only) 

#590 - Dungeon Master Utilities 
#599 - PageStream Fonts, Font Converter 
#655 - ST Writer V3.0 w/Spell V2.8 
#667 - Benjamin’s ABC’s for Kids (DBL) 

#689 - Pictionary Type Game & Poker (Color Only) 
#693 - Statistically Accurate Baseball V5.0 
#696 - Hard Disk Utilities 
#699 - Children’s Programs: Kid Color, Kid Adder 
Kid Story, Kid Sketch (Color) 

#700 - ST Xformer V2.4 - 8 Bit Emulator 

#721 - Drawing Programs 

#723 - Lottery Programs 

#741 - Copystar V1.0, Address Book Base 

#749 - Barnimals - Listening/Guessing Game (Color) 


Introductory Offer - Above Disks Just 

$2.99 Each 


800/XL/XE Disks 

#12,18,19,22 - Print Shop Graphics/Utilities 

#34-38 - Educational Programs 

#42 - Turbo BASIC (Documentation Disk #73) 

#45 - 130XE Utilities 

#48 - COPYMATE 4.3 - Best Sector Copier 
#49 - R Draw - Powerful Paint Program (130XE Only) 
#50 - Textpro - The Best P.D. Word Processor 
#51 - Goldhunt II - Complete Adventure Game 
#62 - Graphic Operating System 
#64 - Star Lords - Interactive Space Strategy Game 
#69 - Billboard Printer - Prints Pictures in many sizes 
#75 - Disk Labeling Program (w/100 Disk Labels $5.95) 
#81 - Wizard’s Cottage - Text Adventure Game 
#83 - Sign Maker - Mix up to 3 Print Shop Icons and 
2 Fonts on the same page! (Requires 64K) 

#89 - Jeopardy 

#90 - Wheel of Fortune (Vanna not included) 

#93 - Wizard Adventor Creator - Make your own Text 
Adventure Games 
#94 - Ski Construction Set 
#95 - Hidden Fortress II - Great Arcade Game 
#96 - Electronic Checkbook (Requires 128K) 

#98 - Dune Text Adventure 

#100/101 - Learning to Program in Atari Basic 

#107 - Hold’em Poker 

#115 - Labeling Programs - Disk/Mail Labels and more 


Introductory Offer - Above Disks Just 

$2.49 Each 


ST Xformer 
Cable 

Run 8 Bit Programs on your ST! 

Use 5 1/4" or 3 1/2" disks! 
Loads & Run Protected disks! 

$19.95 

Receive the latest version of ST 
Xformer FREE with purchase of 
cable when you mention this ad. 


BRE Software Dept ae 
352 W. Bedford, Suite 104 
Fresno, CA 93711 
Customer Service (209) 432-3072 


Pricei 


with 

best 


VISA 


Shipping: 

Ground $2.50 
2nd Day Air $4.00 
C.O.D. Add $4.00 
Canada $4.00 Min. 
Visa/MC $15 Min. 
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Hole-In-One Miniature Golf 


T ranslating a traditional sports 
contest into a computer game is 
never easy and frequently re¬ 
quires compromises that can either en¬ 
hance or destroy the playability of the 
final game. 

In the case of Hole-In-One Minia¬ 
ture Golf \ the programmers at Magic 
Bytes have done an admirable job of 
turning a rather simple outdoor sport 
into an enjoyable computer simulation. 

The game, which is provided on two 
single-sided disks, contains only two full 
18-hole courses. It seems that the origi¬ 
nal version of the game was designed for 
another 16-bit computer and came with 
four complete course. Unfortunately, 
because single-sided drives still domi¬ 
nate in the ST world, ST owners will 
have to wait for and then purchase addi¬ 
tional course disks. (A complete course 
occupies 2/3 of a disk!) 

Golfs little cousin is played on well- 
defined miniature putting greens, each 
of which presents obstacles to sinking 
the putt. Your objective is to sink that 
putt in as few strokes as possible. 

Miniature Golf can be played by as 
many as four players, who alternate 
turns. Control is accomplished entirely 


with the mouse. The documentation 
calls the nfethod of aiming and shooting 
the ball “the easiest interface ever con¬ 
ceived” for a game of this sort. And easy 
it is—child’s play, in fact. 

The problem is that the method is 
almost foolproof. There is no way to 
strike the ball off-center. So, if your aim 
is right, you will hit a perfect shot every 
time. 

Here is how it works: After placing 
the ball on a starting pad, you click the 
left mouse button. This reveals a line 
that can be stretched from the ball to¬ 
ward the cursor. Move the cursor, and 
the line stretches and follows it. This 
line determines the aim. It also defines 
the strength of the stroke; the longer the 
line, the harder the ball is hit. Once you 
have chosen the proper position and 
length of this aiming line, another click 
of the left mouse button propels the ball 
toward the hole. 

Affirming that the method of hitting 
the ball is easy does not, however, mean 
that the game is easy. The obstacles are 
what make each green a new challenge. 
For example, some of the courses are 
contoured, meaning that they have 
higher and lower levels, which are rep¬ 


System: Atari ST 
Required equipment: Color 
monitor 

Copy protection: Yes 
Summary: Enjoyable 
miniature goif simulation 
Price: $29.96 
Manufacturer: 

DigiTek Software 
8910 N. Dale Mabry 
Executive Center, Ste. 37 
Tampa, FL 33614 
(813) 933-8023 

OVERALL RATING 






T 






EASE OF LEARNING 







CHALLENGE 








GRAPHICS 












DOCUMENTATION 




11 1 




L 


resented by variations in color—darker 
for lower and lighter for higher levels. 
Some of the greens have contour pat¬ 
terns that can be really confusing, offer¬ 
ing greater challenge. Then, there is the 
usual assortment of pipes and chutes 
through which your ball must pass. 

Generous options are provided via the 


Annals of Rome 



I n Annals of Rome , which is both a 
wargame and a historical simula¬ 
tion of the expansion of the Roman 
Empire, you control the fortunes of the 
Roman Empire from its beginning to its 
ultimate fall. You fight wars, collect 
taxes, and play power politics with gen¬ 
erals and senators. 

Your primary task is to move legions 
around the map in a effort to make tax- 
paying Romans out of conquered peo¬ 
ple. But you must keep an eye on condi¬ 
tions in the capital, or you could find 
yourself in the middle of a violent rebel¬ 
lion that will leave the Empire weak¬ 
ened and vulnerable to attack. 

At the start of the game, a map of 
Europe, the Mediterranean, and the 
Middle East appears on the screen. Also 
displayed is information on the status of 
the Empire and the other nations of the 
ancient world. You begin with just the 
nation of Italia, the familiar boot of 
Italy, and expand into other lands, add¬ 
ing their people and their treasuries to 
your stock of resources. 

Annals of Rome is played in turns, 
each of which has several phases. Nev¬ 
ertheless, the game plays quickly and is 


surprisingly addictive ... “I think I’ll 
play for just one more century.” 

The first phase of play is the Econom¬ 
ics Phase. You see a status screen that 


tells you the size of the treasuries, popu¬ 
lations, and armies of all the nations in 
existence at the time. The same infor¬ 
mation is displayed for Rome. The com- 
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menu bar. You can check the current 
leader board at any time, and by the 
way, while the action screens are in low 
resolution, the leader board is in medi¬ 
um resolution for the sake of clarity. If 
you want to see an instant replay or 
replay the last shot, you can. 

The Quit option actually serves as a 
restart, and the sound can be toggled on 


and off. Another option, Contours, op¬ 
tion opens up to four windows, each of 
which displays the contours of a green 
from a different direction. (I found this 
option fairly useless—especially since it 
isn’t available on all holes.) 

The graphics are top-notch. The ball 
is animated so that it actually seems to 
roll, and each green is an artistic puzzle 


that may have its own animation. For 
example, some holes have water cours¬ 
ing through them. 

The second disk has some really un¬ 
usual “fantasy greens.” One is a pinball 
machine, and others depict three-di¬ 
mensional scenes, including a desert, a 
city, and a cave. These are surely the 
most challenging of the lot! 

The only negative aspect of Hole-In- 
One Miniature Golf is the fact that you 
must play through all 18 holes of the 
course on disk A, achieving a score of 
par or better, before you are allowed to 
proceed to the course on disk B. Once 
you finish the second course, play starts 
all over again from the first course. So, 
all the work that has gone into conquer¬ 
ing course number one is for naught. 
You don’t even have a chance to prac¬ 
tice on the second course; replaying a 
shot adds to the point total and if the 
total goes three shots over par, you are 
fined a point for being “over stroke li¬ 
mit” and automatically moved to the 
next green. 

If you can tolerate the rigid sequence 
of play imposed by the game, you should 
enjoy Hole-In-One Miniature Golf. It 
is a very pleasant pastime for one to four 
players who are weary of shooting up 
the galaxy. —Frank Eva 



OVERALL RATING 


System: Atari 8-bit or ST 
Required equipment: None 
Copy protection: None 
Summary: A fascinating 
recreation of the Roman 
Empire in a challenging 
wargame 

Price: 8-bit, $24.95; ST, 
$34.95 
Distributor: 

Datasoft 

19808 Nordhoff PI. 
Chatsworth, CA 91311 
(818)886-5912 


puter keeps track of tax revenues, popu¬ 
lation growth, and military recruitment 
for all the nations. 

In the Personnel Display phase, you 
are briefed on all the officers who are 
potential commanders for your armies. 
You see the name, location, ability, loy¬ 
alty, age, rank, and army size of each 
candidate. 

Using this information, you can 
choose the best commanders for your 


armies in the Personnel Assignment 
Phase, which is played only if the gov¬ 
ernment in Rome is popular—that is, if 
there is no civil war brewing and the 
Emperor maintains control. You can 
assign any officer to any country under 
Roman control. 

The Loyalty phase, which comes 
next, tells you which of your officers you 
should watch out for. If somehow an 
officer in command of one of your ar¬ 
mies revolts and turns to march on 
Rome, you have a real problem. 

When peace rules within the Empire, 
you will still find plenty of enemies be¬ 
yond your borders, so the Foreign Wars 
Phase allows you to attack neighboring 
countries. Throughout this phase, mes¬ 
sages tell who is invading what country. 
If reports tell you that the Persians or 
Dacians are invading other nations with 
an army of two million screaming bar¬ 
barians, for example, you might be wise 
to pull back and regroup your forces, 
retaking what you have lost after you 
have worn the barbarians down from 
behind well-garrisoned walls. 

Annals of Rome portrays the history 
of Rome accurately as far as when 
waves of Huns, Goths, and other invad¬ 
ers wreaked their havoc on the civilized 


Romans. The ultimate goal in the game 
is to get to the borders of the Byzantine 
Empire, take a stand against the Arabs, 
and maybe even regain some lost 
ground. 

The manual for Annals of Rome is a 
pleasure to read. In it you will find a 
section on the history of Rome, back¬ 
ground on Rome’s enemies through the 
centuries, and even playing hints for 
armchair emperors who want to try to 
change history. The actual game in¬ 
structions are slow reading, but overall 
the manual added a lot to my enjoyment 
of the game. 

Annals of Rome had me engrossed 
for hours, pushing the boundaries of the 
Empire outward and watching my ar¬ 
mies grow as country after country fell 
under my dominion. Ultimately, Rome 
was sacked, as I overextended my le¬ 
gions, spreading them too thin. Ah, but 
I saved the game before the sack. So, 
maybe if I go slower next time and build 
up my defenses ... hmmmm. 

If you love history and wargames that 
let you relive and recreate history, you 
will really enjoy Annals of Rome. 

—John S. Manor 
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Manhunter: New York 



OVERALL RATING 


System: Atari ST 
Required equipment: None 
Copy protection: Keyword 
Summary: A fascinating, well-animated 
role-playing game with a unique 
detective theme 
Price: $49.95 
Manufacturer: 

Sierra On-Line 
P.O. Box 485 
Coarsegold, CA 93614 
(209) 683-6858 



I t’s the year 2002, and the alien Orbs 
have invaded and conquered New 
York. Mankind struggles to survive 
under the oppressive alien occupation. 
An underground is formed, but the 
Orbs have placed tracking devices in the 
necks of all human beings to keep track 
of their movements. 

To the dismay of the Orbs, the track¬ 
ers neither work underground nor re¬ 
veal the identity of the person under 
scrutiny. To solve this problem, they 
have selected a few humans, Man- 
hunters, to follow humans suspected of 
committing crimes against the Orb Al¬ 
liance. Like it or not, you have been 
selected: you are a Manhunter. 

As the game begins, the Orbs, which 
look like giant disembodied eyeballs, 
give you your first assignment: investi¬ 
gate the bombing of Bellevue hospital. 
They also give you a laptop computer 
called MAD (Manhunter Assignment 
Device). MAD has two functions; it can 
give you information from human and 
Orb databases on any human in the city, 
or it can track humans around the scene 
of the crime, starting just a few minutes 
before it was committed. 

You can play Manhunter: New York 
with the keyboard, a mouse, or a joy¬ 
stick. Pull-down menus give you access 
to all necessary functions, many of 
which are also available via function- 
key commands. 

As you begin to play, selecting track¬ 
er mode, provides a map of the scene of 
the crime. You see a human, marked 
with a yellow square, walking near the 
hospital. A wall of the hospital ex¬ 
plodes, and you watch as the suspect 
goes inside briefly, then exits. 

As you follow around the city, you 
must note carefully where he goes, what 
objects he passes, and whom he meets. 
Once you have recorded his trail, you 
can replay it, and investigate the places 


he has been. 

When you travel to a given location, 
you see an exterior view of it. As you 
investigate, you can move your marker 
over objects you encounter to learn 
more about them. If a hand appears in 
place of your marker, you can pick the 
object up or use it. Occasionally, a mag¬ 
nifying glass appears, inviting you to 
take a closer look, which will often re¬ 
veal another object or an important 
clue. 

As you progress through the game, 
you learn more about the Orbs’ activi¬ 
ties, so you can choose either to help the 
aliens or to join the resistance. The 
game is divided into days, and at the end 
of each day the Orbs demand that you 
tell them the identity of the person who 
committed the crime. You then return 
home and rest for the next day’s mis¬ 
sion. 

The New York created by Sierra’s 
game designers is a tough place. You 
face muggers, visit a spooky Coney Is¬ 
land, and take a nerve-wracking stroll 
through Central Park. Variety is pro¬ 
vided by the amusing and challenging 
arcade games you must play in some 
locations. I especially like the knife¬ 
throwing contest in the bar in Flatbush. 
If you miss, your opponent really blows 
his (and your) top. Coney Island is a fun 
place to relax and forget about the dan¬ 
gers of the big city. 

In addition to quick reflexes, Man¬ 
hunter: New York tests your puzzle¬ 
solving skills. You must assume that 
everything has some significance apart 
from the obvious. 

The game designers have devised an 
astonishing number and variety of ways 
to do you in. They compensate, howev¬ 
er, by resurrecting you, in the Sierra 
tradition, and returning you to the game 
at some point shortly before your de¬ 
mise. So, you don’t have to start over 


from the beginning every time you 
make a mistake, which is a feature I 
really like. Nevertheless, the game is so 
dangerous, that I recommend frequent 


Double Dragon 


S treetfighting games have become 
very popular in the arcades, and 
one of the most successful is Dou¬ 
ble Dragon, a two-player game from 
Sega that allows you join forces with a 
friend to fight off gangs of street thugs. 
Now Arcadia brings this brutal arcade 
action into your home with Double 
Dragon for the Atari ST. 

In Double Dragon , you play the part 
of Billy Lee (if a second player is in¬ 
volved, he controls Billy’s brother, Jim¬ 
my). A ruthless gang has kidnapped 
Billy’s girlfriend, Marian, and taken 
her to the hideout of the Shadow Boss. 
Your mission is to fight your way 
through a variety of urban and subur¬ 
ban environments to the enemy strong¬ 
hold, where you attempt to rescue Mar¬ 
ian. 

As you walk along, the screen scrolls 
horizontally through the different ar¬ 
eas. You must fight the members of 
Shadow Boss’s gang in a city slum, an 
industrial area, a forest, and both out¬ 
side and inside their own base. 

Each of the characters you meet has a 
preferred mode of combat. Lopar en¬ 
joys throwing oil drums. Abobo, a big 
nasty dude, likes to slug you and stomp 
on your face. Williams is a guy who uses 
knives and baseball bats to ply his trade. 
Linda takes you on with a whip. Chintai 
challenges you to a karate match. And 
Willy, the big boss, totes a mean ma¬ 
chine gun. 

As in most of these martial arts simu¬ 
lations, you have several dangerous 
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use of the Save Game feature. 

Manhunter: New York has some ap¬ 
pealing graphics and sound effects. The 
animated scenes—especiallly the bar 
scene in Brooklyn—are quite entertain¬ 
ing. 

Manhunt er: New York comes with a 
manual, a map of New York City, a 
command card, and five disks. Disk¬ 


swapping is minimal, however. The 
manual includes a walkthrough for the 
beginning of the game. I found this use¬ 
ful, because I didn’t quite understand 
how to play the game, even after read¬ 
ing the manual. 

Manhunt er: New York is an unusual 
animated role-playing game inter¬ 
spersed with challenging arcade se¬ 


quences. The scenario, which requires 
the human detective to work with the 
evil aliens, makes gameplay quite com¬ 
pelling, and the puzzles you run into will 
keep you scratching your head. All in 
all, Manhunter: New York offers a good 
balance of all the things that keep ad¬ 
venture addicts coming back for 
more. —John S. Manor 
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System: Atari ST 

Required equipment: Color monitor; 
joystick 

Copy protection: Yes 
Summary: A very good home version of 
the popular coin-op game 
Price: $39.99 
Manufacturer: 

Arcadia 

711 West 17th St., #G9 
Costa Mesa, CA 92627 
Distributor: 

Electronic Arts 
P.O. Box 7530 
San Mateo, CA 94403 
(800) 245-4525 
(800) 562-1112 in CA 
(415) 571-7171 


moves at your command. My favorites 
are the knee to the face and the over the 
shoulder body-throw. One of the best 
features of Double Dragon is the addi¬ 
tion of weapons. When you hit an ene¬ 
my who is carrying a weapon, he drops it 
and you have a chance to pick it up and 
use it. 

A baseball bat is swung at opponents 
and can take out quite a few enemies at 
once, even those standing directly be¬ 
hind you. A whip, which is cracked at 
the enemy, is effective only against ene¬ 
mies standing directly in front of you. A 
knife is thrown and can do major dam¬ 
age to anyone in its path. Boxes, oil 
drums, and boulders are picked up and 


thrown at your opponents. 

The play mechanics are very well exe¬ 
cuted, and if you have had any experi¬ 
ence with the joystick controls of World 
Championship Karate or Death Sword , 
Double Dragon will give you no prob¬ 
lem. 

Graphically, the game is very close to 
the arcade version, and the sound ef¬ 
fects—mostly thuds and “Ugghhs”— 
enhance gameplay. 

One nice feature that should be add¬ 
ed to all arcade translations is the Lim¬ 
ited Continue. If you lose all three of 
your lives, you can continue playing 
from your current location by pressing 
the fire button. You can do this five 


times. I like it, because it gives you a 
chance to complete the game without 
having to invest in hours and hours of 
play. 

When you continue a game, you lose 
all your points, but that is a small price 
for most gamers to pay. The high score 
feature saves your high scores and lets 
you enter some good long names—not 
just your initials. 

Double Dragon is an extremely enter¬ 
taining arcade translation, especially in 
two-player mode. It is sure to please 
fans of the arcade version as well as 
novices who have yet to perfect their 
street-fighting skills. —Clinton Smith 


VOLUME 9 NUMBER 5 ATARI EXPLORER 63 






























































































































T he evil Shadowlord has risen to 
strike at the land of men and 
elves, leading hordes of savage 
wolf-warriors and enslaved humans. 
Only the Sorceror Lord can save the 
land and defeat the Shadow Legions. 
You play the part of the Sorceror Lord 


in this wargame set in the mythical land 
of Galanor, where magic is a potent 
weapon. 

Sorceror Lord is played on a large 
map, two screens wide by three high. 
The map is divided into a grid of hexes, 
filled with mountains, forests and de¬ 


serts. There is also a strategic map that 
gives a wider view of the conflict. 

At the start of the game, the Shadow 
legions invade your demesne, moving 
down from the top left of the screen. 
Their goal is to take your fortresses, 
which are scattered all over the map. 


O ne of my all-time favorite ST 
games is Death Sword by Epyx 
(known as Barbarian in Eu¬ 
rope). It has great fighting action, a 
terrific two-player mode, and great dig¬ 
itized sound effects. The only com¬ 
plaints I have about it are that the 
graphics are only OK and the one-play¬ 
er version isn’t much fun. 

Given the popularity the game en¬ 
joyed in Europe, a sequel was inevitable. 


That sequel is now available here, and 
Palace Software has done an excellent 
job of preserving the strong points of the 
original. 

The premise of the game is very sim¬ 
ple. The evil wizard Drax has retreated 
to his secret stronghold and is getting 
ready to attack the kingdom. The Bar¬ 
barian and Princess Mariana, the young 
lady you rescued at the end of the first 
game, have been sent to put an end to 


Drax’s nefarious plan. 

Barbarian II is more of an adventure 
than its predecessor. There are three 
levels—the wastelands, the caverns, 
and the dungeon pit—each of which has 
28 screens, which are connected in a 
maze. To help you with mapping, there 
is a sword compass at the bottom of the 
screen. 

Populating these many screens is a 
collection of vile and hideous beasts, 
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You lead the Galanor Alliance of 
men and elves. After the initial inva¬ 
sion, some of your fortresses and their 
troops are mobilized. You must gather 
these forces and stave off the invasion. 
You must also mobilize all the other 
fortresses in Galanor in order to build 
your armies. Fortresses are mobilized 
by moving onto them. ©* 

Moving over the different types of 
terrain consumes different numbers of 
movement points. You can choose to 
march your army at a normal pace or in 
a forced march. The forced march takes 
you further but causes fatigue in the 
troops. The more fatigued they are, the 
poorer they will be at fighting. 

When you reach a fortress, you can 
transfer troops to or from the fortress 
garrison, which is how you build your 
armies. You must gather your strength 
quickly, stop the advance of the Shadow 
Legions, and then recapture what has 
been lost. 

Sorceror Lord is played in turns. 
Each turn consists of several phases: 
Shadowlord movement, Shadowlord 
combat, Galanor alliance, Galanor 
movement, and Galanor combat. The 


game ends after 40 turns. If you lose all 
your leaders or lose Yarthros Citadel 
before 40 turns, the game ends. 

After each turn a menu appears on 
the screen. You can choose to save or 
load a game, start over from the begin¬ 
ning, or continue the current game. A 
war report screen shows what fortresses 
are occupied by each side and the num¬ 
ber of losses each has sustained. 

Magic is an important tool of battle. 
Magic Rune Rings are scattered around 
the map, and the leaders of your armies 
possess different levels of sorceror abili¬ 
ty. If an army led by a powerful sorceror 
is close to a Rune Ring while in battle, 
that leader can invoke magic to further 
the victory. The Shadow legions can do 
the same, so taking and holding the 
Rune Rings is important for both sides. 

When you engage in battle with a 
Shadow legion army, you simply move 
onto the spot it occupies. You must be 
careful, however, because both sides 
can stack armies; what seems like a lone 
army of 10,000 enslaved humans could, 
in fact, be four or five armies with a 
combined force of 70,000. 

Sorceror Lord lets you keep close 


watch on the condition of your armies. 
You can move your cursor over your 
units and see their status—the screen 
display shows the leader’s name, his sor¬ 
cery strength, the unit’s status, the 
number of warriors and riders in the 
unit, and the fatigue level of the unit. 

The manual for Sorceror Lord covers 
all the details of gameplay and provides 
hints on how to win. There is also a 
section on each of the nationalities in 
the Galanor Alliance, which should 
help you in plotting your strategy. A 
map of Galanor and a reference card 
round out the package. 

While Sorceror Lord boasts an inter¬ 
esting fantasy theme, I found that mov¬ 
ing armies about the map became a bit 
tedious after a while. There is not much 
action or animation in the game; it is 
99% pure strategy. The excitement does 
build as your skill increases, however, 
and the game is not easy to beat. 

As a strategy game, Sorceror Lord 
offers a serious challenge; it will take 
you hours and hours to devise a strategy 
that will hold back the evil hordes. Avid 
wargamers will want to add it to their 
libraries. —John S. Manor 




which you must fight. In the tradition of 
Death Sword , Barbarian II offers many 
opportunities to decapitate your ene¬ 
mies. But you must be careful to avoid 
their attacks as well. 

Further adding to the adventure is 
the inclusion of magic objects. On each 
level, you can find two magic objects— 
but not always in the same places. You 
need these objects to get past certain 
obstacles on the fourth level, where you 
face a living statue, a powerful demon, 
and Drax himself. 

The biggest change from the original 
game comes in the form of a new joy¬ 
stick control scheme. Many of the 
sword-fighting moves available in the 
earlier game are superfluous to fighting 
with monsters, and some joystick posi¬ 
tions were needed for new activities, 
such as running leaps and passing 
through doorways. The control scheme 
is a bit difficult to master and can be 
frustrating when you are starting out. I 
recommend that you persevere, howev¬ 
er, because once you do get the hang of 
it, the control scheme works very well. 

Barbarian II makes excellent use of 
the graphics and sound capabilities of 
the ST. The graphics are much more 
detailed than those of the original, and 
the animation of the various creatures is 
excellent. Speaking of the creatures, 
they are a delight; you get to fight head- 


biting dragons, deranged mutant chick¬ 
ens, Neanderthals, crabs, giant worms, 
pit creatures, and 12 other evil beings. 

The high quality audio accompani¬ 
ment further enhances the graphics. 
You know you are in for something spe¬ 
cial at the screen where you choose the 
Barbarian or Mariana as your charac¬ 
ter. You hear a very evil, but crystal 
clear voice saying, “Welcome to the 
Dungeon of Drax. Choose your war¬ 
rior.” 

The game comes on three disks but 
requires very little disk swapping. It 
loads in each level completely (even on 
the 520ST), so there is no need to access 


the disk when you go from screen to 
screen. 

One of the nicest features of the game 
is the ability to start over on the current 
level if you are killed; you do not have to 
return to a lower level once you have 
mastered it. 

The end sequence isn’t very long, but 
it works very well thanks to some digi¬ 
tized speech. It also suggests that we’ll 
be seeing Barbarian III , I can’t wait. 

A word of warning: If you are of¬ 
fended by violent games or object to 
your children playing them, you will not 
want Barbarian II on your shelf. 

—Clinton Smith 
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PRODUCT REVIEW 


AtariWriter 80 


The 8-bitters’ favorite word processor is now available 
in a version that takes full advantage of the XEP-80 


A tariWriter has long been con¬ 
sidered the standard for Atari 
8-bit word processing—a versa¬ 
tile and well-supported program that 
can handle routine AT ASCII text edit¬ 
ing and heavily formatted prose with 
equal aplomb. It is not surprising, there¬ 
fore, that since the introduction of the 
XEP-80 80-column adapter in 1987, 
the 8-bit world has eagerly awaited a 
revision of its favorite word processor 
that can exploit the added power of this 
device. 

The wait has ended. AtariWriter 80 , 
a joint product of Atari Corp. and Mi¬ 
cro Fantasy, is finally here. Distributed 
in a package that also contains Atari 
Proofreader, a versatile spelling check¬ 
er and dictionary utility, and Atari Mail 
Merge, a mass-mailing program, Atari- 
Writer 80 provides all the text-handling 
power the average 8-bit user will ever 
need. Its appearance underscores Atar¬ 
i’s commitment to provide continued 
support both for the 8-bit line in general 
and for advanced peripherals such as 
the XEP-80. 

AtariWriter 80 is distributed on two 
disks, neither of which is copy-protected 
(Atari considers the XEP-80 peripher¬ 
al, without which the program is use¬ 
less, to be an effective “dongle”). The 
main program disk, a flippy, contains 
Proofreader, Mail Merge, a printer 
driver editor, and two versions of the 
word processor. 

The first version is designed to run on 
any Atari computer with 48K or more 
of RAM and provides one 15,872-char¬ 
acter text buffer. The second version 
makes use of the extra, bank-switched 
memory available in the 130XE to pro¬ 
vide three such buffers, comprising a 
total of 47,616 characters of text memo¬ 
ry. Though the buffers must be edited 
separately, they are treated as sections 
of a continuous document for load, save, 
and print operations. The second distri¬ 
bution disk contains the 36,000-word 
basic dictionary for Proofreader. 
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Figure 1. The main menu offers 12 options, each of which can be 
selected with a single mnemonic keystroke. 


Using the Program 

AtariWriter 80 is designed as a fully- 
integrated package, offering word pro¬ 
cessing, proofreading, and certain DOS 
functions from a single main menu. The 
main program disk thus contains both 
the XEP-80 driver—needed to run the 
80-column card, which is connected to 
the joystick port—and DOS 2.5 and is 
designed to auto-boot. The vast major¬ 
ity of users will find this setup quite 
efficient. 

Unfortunately for XF551 owners, 
however, there is no way to use Atari- 
Writer 80 with Atari’s newest disk oper¬ 
ating system, DOS XE. According to 
Atari’s John Skruch, this is because 
portions of DOS 2.5 have been incorpo¬ 
rated in the programs themselves to re¬ 
duce disk space requirements and pro¬ 
mote integration. 

The AtariWriter 80 main menu is 
shown in Figure 1. (Note: For the sake 
of clarity, certain figures have been 
drawn from illustrations in the Atari- 
Writer manual, rather than photo¬ 
graphed directly from the screen. 
Though highly readable, these illustra¬ 
tions do not correctly represent the pro¬ 
portions of the 80-column monochrome 
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display.) Notice that it offers 12 op¬ 
tions, each of which can be selected by a 
single, mnemonic keystroke. 

From the main menu, you can config¬ 
ure the program; create and edit files; 
proofread, print, load, save, delete, and 
otherwise process documents; and even 
format disks. The main word processing 
section of the program (minus spelling 
checker and mail merge) is completely 
loaded into memory, so that once the 
system boots, you can remove the pro¬ 
gram disk from your drive, if you so 
desire. 

To start a new document, you merely 
press C for Create File. As you will note 
in Figure 2, the AtariWriter 80 editing 
screen is set up very simply and contains 
a minimum of extraneous and distract¬ 
ing information. A status line rides up 
top to keep you apprised of the current 
mode (Insert is the default); the current 
shift-state (upper- or lowercase), and 
the amount of text memory you have 
remaining (on the 130XE version, this 
refers to how much memory remains 
within the current bank). 

Below the status line is a message 
window, which is used to display error 
messages and communicate with the 
program in various ways. Underneath 
that, a ruler line shows the current tab 
stops, and beneath that, your text is 
arrayed. 

Basic text-entry is extremely 
straightforward. You simply type, and 
your text automatically arranges itself 
in 80-character-long lines. AtariWriter 
considers text formatting to be a part of 
the process of printing rather than of 
entering text, so the on-screen margins 
never change. Word wrap is automatic 
at the ends of lines, and text swiftly 
reformats itself when you insert and re- 
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Figure 2. The editing screen displays a status line and message 
window. 



System: Atari 8-bit Computer 
Required equipment: XEP-80 80-column 


card 

Copy protection: None 
Summary: A powerful, flexible word 
processor that takes full advantage of 
the XEP-80 
Price: $49.95 
Manufacturer: 

Atari Corp. 

P.O.Box 61657 
Sunnyvale, CA 94086 


move material—at least under normal 
circumstances. 

Occasionally, particularly when ex¬ 
tensive changes leave a page of text 
looking very tattered, this automatic re¬ 
formatting does not occur. Unfortu¬ 
nately, AtariWriter does not provide a 
command to force reformatting under 
these circumstances, although the prob¬ 
lem can be surmounted simply by mov¬ 
ing elsewhere in your document and 
then returning to redisplay the affected 
page. 

Basic cursor-movement, text-entry, 
deletion, and editing functions are acti¬ 
vated by pressing a special key (Con¬ 
trol, Option, Start, or Select) along with 
a letter or symbol key. The combina¬ 
tions are reasonably mnemonic, and 
most users will be able to memorize 
them quickly (a concise, four-page 
quick reference card, printed on dura¬ 
ble coated stock, is provided to speed the 
learning process). 

The cursor can be moved around in 
your document by single lines or char¬ 
acter positions, by words, and by pages. 
It can also be jumped to the next tab 


position, to the beginning or end of the 
current line, or to the top or bottom of 
the current document. Text can be de¬ 
leted from the position of the cursor to 
the end of the current document or 
bank, as well as by character, line, or 
block. 

AtariWriter 80 is particularly good 
at performing block operations. Blocks 
of text can be moved, duplicated, cut 
and pasted, saved to and loaded from 
disk as independent files, alphabetized, 
and subjected to word count (naturally, 
you can also count the words in an entire 
file, using a simpler command se¬ 
quence). 

Most block functions are activated by 
moving the cursor to the beginning of 
the block and pressing Option-B, then 
moving the cursor to the end and acti¬ 
vating the desired function by pressing a 
second key combination. In such cases, 
the block to be operated upon is defined 
as the region of text between the start 
marker and the current position of the 
cursor—an efficient arrangement that 
helps save keystrokes. Only in two cases 
(block duplication and block move¬ 
ment) is it necessary to define both ends 
of a block before moving the cursor else¬ 
where and pressing a third combination 
to complete the function. 

Another nice touch: all block func¬ 
tions are insensitive to the direction in 
which a block is defined, so the “end” of 
a block can lie ahead of its “beginning” 
in your text. Many ostensibly more 
powerful word processors lack this fea¬ 
ture. 

When blocks of text are moved, de¬ 
leted, or duplicated, they are stored in a 
“failsafe buffer,” the contents of which 
can be recovered until another block 
operation is performed (or the buffer is 
deliberately cleared). This provides a 
measure of security against accidental 
text deletion. 

Except on the 130XE version, where 
the failsafe buffer has a fixed size of 
about 13K, the size of the failsafe buffer 
is the number of bytes free, as noted on 
the status line. This limits the amount of 
text that can be operated on using the 
block commands and may cause trouble 
as you approach the limits of in-memo¬ 
ry text storage space. 

The 130XE version will not let you 
define a block across the boundary be¬ 
tween two memory banks, though text 
can be move, duplicated, and cut and 
pasted freely between banks. A special 
130XE command also redistributes text 
evenly among the three memory banks 
available—useful if, for example, you 
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Figure 3. Default print formatting values are set from the Global 
Format screen. 


have almost filled a bank and decide to 
add some text in the middle. 

Full search-and-replace functions— 
both prompted and global— are imple¬ 
mented. Search and replace strings up 
to 37 characters long can be defined, 
and search strings may include the DOS 
single-character wildcard symbol, ?, 
which will match any character in the 
indicated relative position. 

Search-and-replace functions are not 
case-sensitive and can search for and 
replace control characters—useful fea¬ 
tures in a program of this kind, in which 
control characters are used to mark ar¬ 
eas of text for print formatting. 

Formatting and Printing 

Default print formatting values are 
set through the AtariWriter 80 Global 
Format screen (Figure 3), which is ac¬ 
cessed from the main menu. Note that, 
among other amenities, AtariWriter 80 
handles both paragraph indentation 
and paragraph spacing automatical¬ 
ly—provided you have marked the be¬ 
ginnings of your paragraphs with Con- 
trol-P. 

Two sets of left and right margins are 
available, allowing for double-column 
printing. AtariWriter 80 can handle 
double-column printing in either of two 
ways, depending on your printer. If your 
printer supports reverse linefeeds, it will 
print one full column before reverse¬ 
feeding and printing the other. If not, it 
can pre-format each page ahead of time 
and output lines to right and left in 
alternating fashion, though this re¬ 
quires up to 4K of free memory for use 
as a format buffer.) Global print for¬ 
matting values are saved with a docu¬ 
ment, except when the ASCII SAVE 
function is employed. 


In addition to providing a full range 
of global defaults, AtariWriter 80 lets 
you vary aspects of print formatting by 
inserting control characters and deci¬ 
mal arguments in a document. Local 
formatting details, such as underlining, 
centered text, and the contents of head¬ 
ers and footers, are also managed by 
embedded control characters. 

While users of more “sophisticated” 
programs may balk at the idea of for¬ 
mat-control via embedded character 
codes, the system actually has substan¬ 
tial merit. Among other advantages, 
embedded control characters can be 
manipulated with functions such as 
global search-and-replace, making for¬ 
mat modifications easy and straightfor¬ 
ward. Among the local functions that 
AtariWriter explicitly supports are sub¬ 
scripts; superscripts; underlining; cen¬ 
tered, right-justified, and fully justified 
text; and boldface, condensed, and ex¬ 
panded text—if, of course, your printer 


also supports them. 

One- or two-line headers and footers 
can be defined at any point in a docu¬ 
ment and may include embedded page 
numbers. Additional printer features 
not explicitly supported by AtariWriter 
80 may be accessed by embedding deci¬ 


mal Escape sequences in your docu¬ 
ments, using the command Control-O. 

AtariWriter 80 comes with printer 
drivers for most popular printers. If 
your printer is not one of those support¬ 
ed, the included printer driver editor 
makes it fairly easy to create a new 
driver that will allow you to exploit its 
features 

And Speaking of Features 

AtariWriter also supports numerous 
impressive convenience features. For 
example, the program can automatical¬ 
ly create multi-level section numbering 
schemes (section 1.1.1,1.1.2,1.2,1.2.1, 
and so on) for multi-part documents. 

It can also handle one-shot form let¬ 
ters and other boilerplate jobs too small 
to be worth doing with Mail Merge, 
using a feature called Form Printing. 
Pressing Option/Insert wherever you 
wish to leave a blank in a document will 
cause AtariWriter 80 to prompt you to 
fill in the blanks as it goes about print¬ 
ing the job. Print files can be chained for 
batch output, and printing can be revec¬ 
tored to either the RS-232 port or to a 
disk file for later processing. 

Perhaps the most important special 
feature of AtariWriter 80, however, is 
its Print Preview mode. By selecting 
Print Preview, you can view your docu¬ 
ment more or less exactly as it will ap¬ 
pear when printed, letting you catch 
subtle formatting errors before wasting 
printer paper and valuable time. Print 
preview mode can accurately represent 
normal line-spacing and the majority of 
formatting special effects, including 
double-column printing. Due to display 
limitations, however, it cannot accu¬ 
rately represent half-line spacings or 
special visual effects such as super¬ 


scripts, subscripts, expanded, com¬ 
pressed, or justified text, though it does 
make some attempt to indicate where 
certain of these effects appear in copy. 
Print Preview may require up to 3000 
bytes of free memory for page format¬ 
ting prior to display. 


Basic text-entry is extremely straightforward. 

You simply type, and your text automatically arranges itself in 80- 
character-long lines. 
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Atari Proofreader 

Atari Proofreader is a versatile spell¬ 
ing checker that works as an integral 
part of AtariWriter 80. To use it, you 
simply select Verify Spelling from the 
AtariWriter main menu, insert the pro¬ 
gram disk, and press Return. Proof¬ 
reader loads in place of AtariWriter , 
leaving your current file in memory for 
checking. 

Atari Proofreader offers several op¬ 
tions for error checking and correction. 
The first, Correct Errors, displays each 
spelling “mistake” as it is found and 
gives you the option of correcting the 
error immediately, looking up similar¬ 
ly-spelled words in the dictionary as a 
guide to correction, or filing the unfa¬ 
miliar word in a Personal Dictionary. 

The second option, Highlight Errors, 
simply scrolls through your file, high¬ 
lighting spelling errors as they are 
found. This kind of quick check can be 
useful for catching systematic mistakes 
that might more efficiently be corrected 
using the search-and-replace functions 
of AtariWriter than through the Cor¬ 
rect Errors option. The third main op¬ 
tion, Print Errors, works like Highlight 
Errors except that it also prints out each 
misspelled word that it identifies. 

Like other spelling checkers, Atari 
Proofreader determines the correctness 
of a spelling by whether or not that word 
appears in its dictionary. The 36,000- 
word dictionary supplied with the pro¬ 
gram includes most of the words (and 
inflections) commonly used in Ameri¬ 
can prose. However, though the dictio¬ 
nary seems fairly capacious, it is by no 
means authoritative or complete. (For 
example, on my first test of Proof¬ 
reader, the system flagged the word 
“proofreading” as being misspelled.) 

To solve this problem, Proofreader 
supports two ways of creating what are 
called “personal dictionaries”—word 
lists that contain terminology specific to 
particular types of writing. Each time 
you tell Atari Proofreader to accept an 
unfamiliar word as correctly spelled, it 
automatically makes an entry in its in¬ 
memory word list—a list that can later 
be saved to disk as a personal dictio¬ 
nary. 

Alternatively, you can use Atari - 
Writer 80 to make lists of new words 
according to a succinct set of rules given 
in the manual, saving these files as addi¬ 
tional personal dictionaries. The former 
method permits the compilation of lists 
of up to 256 words per file; the latter up 
to about 1200 words per file. Multiple 
personal dictionary files can be loaded 


at one time, up to a total of 8400 bytes 
on the 800, XL, and 65XE. Oddly, the 
130XE has less space for personal dic¬ 
tionary entries—only about 4400 bytes. 


Clearly, these files must be kept as short 
as possible to promote maximum flexi¬ 
bility. 

Atari Mail Merge 

Atari Mail Merge is an easy-to-use, 
fairly flexible mailing list manager that 
works with AtariWriter 80 to simplify 
the production of form letters and simi¬ 
lar documents. Like Proofreader, Mail 
Merge is integrated into the Atari- 
Writer 80 main menu. 

The first step in using Mail Merge is 
to create a database of records (names 
and addresses or other information) for 
use in merging with your documents. 
The default record format is set up as a 
simple address book, appropriate for 
most mailing lists, though other types of 
record can conveniently be designed. 
Once a record is established, a database 
file can be set up and saved on disk. 
Each file may contain a maximum of 
255 15-field records. 

Merging a database with a document 
is quite easy. Pressing Option/M in the 
editor inserts an inverse @ symbol, 
called the “database merge character,” 
in your text. By placing a field number 
after the merge character, you instruct 
AtariWriter 80 to insert information 
from the corresponding database field 
into the document when the file is print¬ 
ed. 

AtariWriter 80 asks you to specify a 
Mail Merge database filename the first 
time it encounters the merge character; 
thereafter, insertions are automatically 
performed on multiple copies of the 
document. 

Subset files containing only certain 
records in a database can also be built, t 
allowing for more specific merge opera¬ 
tions. These subset files can be saved to 


disk as new databases. The logic used to 
build subsets is limited to simple, alpha¬ 
betic pattern-matching; no logical oper¬ 
ators or other, more sophisticated, 


search specification tools are afforded 
by Atari Mail Merge. Still, the program 
was not designed for use as a full-fea¬ 
tured database, and it performs its func¬ 
tions well within its limited purview. 

Documentation 

AtariWriter 80 and its integrated 
companion programs are documented 
in a clearly-written, fully-indexed 98- 
page manual. The manual has obviously 
been conceived with the novice user in 
mind, and is, as a result, wholly uninti¬ 
midating. Differences between the two 
versions of AtariWriter 80 are noted 
and emphasized where necessary. A 
quick reference booklet is included. 

Working with AtariWriter 80 is an 
exceptionally pleasant experience. The 
program compares well in basic func¬ 
tionality, speed, and features to far 
more expensive and ostensibly sophisti¬ 
cated word processing packages run¬ 
ning on more costly “professional” sys¬ 
tems. This is particularly impressive 
when you consider the technical hurdles 
that must have been surmounted in cre¬ 
ating the program. 

As anyone who has read through the 
XEP-80 technical manual can tell you, 
programming Atari’s 80-column dis¬ 
play adapter is quite a bit more cumber¬ 
some than managing conventional on¬ 
board memory-mapped video. Yet 
AtariWriter 80 functions with all the 
briskness of its 40-column predecessors. 

The program is friendly and well-de¬ 
signed, leading the user through more 
complex operations with a clear system 
of prompts and error messages. In sum, 
the package offers more than enough 
flexibility and power for most personal, 
educational, and small business word 
processing needs. ■ 


By selecting Print Preview, you can view your 

document more or less exactly as it will appear when printed, 
letting you catch subtle formatting errors before wasting printer 
paper and valuable time. 
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PRODUCT REVIEW 


1st Word Plus, 
Version 3.14 


Prospero’s new program is too good to be an “upgrade” 


1st Word Plus 


System: Atari ST 
Version reviewed: 3.14 
Copy protection: None 
Summary: An excellent 
full-featured word 
processor; definitely 
a Best Buy 

Price: $99.95 
Distributor: 

Prospero Software 
100 Commerical Si, 
Ste. 306 

Portland, ME 04101 
(207) 874-0382 


T he most expensive part of any 
word processing system is the 
time it takes to train people to use 
it. That is why I don’t hesitate to assert 
that 1st Word Plus version 3.14 is the 
best word processing value currently 
available for Atari ST computers. 

To prepare legal papers and operate 
my business (I publish building inspec¬ 
tion reports for lawyers’ clients), I ini¬ 
tially used the copy of 1st Word that 
was bundled with my Atari 520ST. 
Subsequently, I bought a 1040ST, fast¬ 
er printers, and 1st Word version 1.06— 
primarily because I needed the ability 
to create footnotes and hyphenate 
words automatically. 

I am also familiar with the IBM ver¬ 
sion of WordPerfect and Word Writer 
PC and bought the former when it was 
released for the Atari ST, because I 
knew that it had every feature I would 
ever need. In writing this evaluation, 
therefore, I have compared 1st Word 
Plus v.3.14 with both earlier versions of 
itself and other popular word processors 
for the ST. 

WordPerfect , for example, is both ex¬ 
cellent for professional writers and 
probably the program most widely used 
by businesses. I believe, however, that it 
is too expensive for most home office PC 
users and for most ST owners. Further¬ 
more, too much time and effort are re¬ 
quired to become proficient at using its 
many advanced features. 

One of the problems with the earlier 
versions of 1st Word and 1st Word Plus 
was that most functions had to be ac¬ 
cessed, using the mouse, from the pull¬ 
down menus. Version 3.14 of 1st Word 
Plus adds a keyboard command for vir¬ 
tually every function, which I find much 
faster and more convenient than the 
mouse/menu combination. Tables 1 
through 3 list the commands and the 
key combinations that invoke them. Ta¬ 
ble 4 lists the functions available only 


via mouse/menu. And Table 5 shows 
the new commands associated with the 
function keys. 

The manual for version 3.14 is sparse 
and poorly indexed, but usable. Like the 
manuals for 1st Word and versions 1.00 
and 2.02 of Word Plus , it tells you what 
you must do to utilize the features of the 
software, but never really hunkers down 
to the business of making you feel com¬ 
fortable with the program. 

Many of the words in the manual are 
rendered in their British spellings, but 
the spelling checker has been suitably 
Americanized. 


Formatting 

One of the nicest additions to version 
3.14 is one that has been only partially 
implemented. You can now set your 
vertical spacing for space-and-a-half. 
Unfortunately, this handy feature is 
available only from the Page Layout 
menu, not from the Add Ruler menu, so 
you cannot switch from single or double 
spacing to space-and-a-half within a 
given document—it’s all or nothing. 

Other spacing options include single, 
double, or up to nine spaces between 



it Style Spelling graphics 
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Graphics can be imported from other programs and incorporated into 
Word Plus documents. 
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Alt + Invokes 

A Repeat Find 

B Find End of Block 

C Copy Block 

D Cut Block 

E End Block 

F Find 

G Go to Page 

H Unmark (hide) Block 

I Find Statistics 

J Go to Marker 

K Set Marker 

L Show Ruler 

M Move Block 

N Add to Scrap 

O Add word to Sup. Dictionary 

P Paste Scrap 

Q Delete Block 

R Find & Replace 

S Start Block 

T Find Start of Block 

U Paste Block 

V Save System Defaults 

W Copy to Scrap 

X Show Position 

Y Page Layout 

Z Browse Dictionary 


Table 1. Functions invoked with Alternate 
key combinations. 


Control + Invokes 

A Quit this Window 

C Save and Close this Window 

D Delete from Disk 

H Wildcard for Search 

M Save as (filename) 

O Open 

P Print the On-screen Document 

0 Quit all Windows 

R Read into this Document 

U Print from Disk 


Table 2. Functions invoked with Control key 
combinations. 


Shift + 

Invokes 

F 

Graphics Mode 

1 

Read Picture 

X 

Delete this Picture 

F2 

Add Footnote 

F3 

Center 

F4 

Align Right 

F5 

Change Block to Uppercase 

F6 

Change Block to Lowercase 

F10 

Reformat 

Paragraph 

Between Rulers 

Whole Document 

Cancel 


Table 3. Functions invoked with Shift key 
combinations. 


lines—but only when the spacing select¬ 
ed from the Page Layout menu is set at 
1. Thus a document can be entirely in 
space-and-a-half or any of nine multi¬ 
ples of six whole lines per inch. 

1st Word Plus v.3.14 is the easiest of 
all word processing programs to use 
when it comes to changing line spacing 
and, if your printer permits, selecting 
fonts to print with pica, elite, con¬ 
densed, expanded, or proportional spac¬ 
ing. To change font size, line spacing, 
tab settings, and ruler constraints, you 


have only to make the appropriate selec¬ 
tions from the Add Ruler dialog box. 

To change the default margins, you 
can either click on the left or right arrow 
icon in the Add Ruler box to increase or 
decrease the length of the line or drag 
the left or right margin marker to the 
desired position. 

To change tab stops, you merely point 
at the ruler above the document and 
click to add a tab marker or double¬ 
click to add a decimal tab marker. To 
delete a marker, you click on the exist¬ 
ing marker, and it disappears. 

You can also create tabulated inden¬ 
tations using spaces or leaders (a line of 
dots or periods) by clicking on the de¬ 
sired choice from within the Add Ruler 
dialog box. 

Users of earlier versions of the pro¬ 
gram will be pleased to note that you 
can now reformat not just a paragraph 
at a time, but your entire document or 
just the text between rulers. This is a 
substantial improvement and a signifi¬ 
cant time saver. 

Version 3.14 of 1st Word Plus sup¬ 
ports proportional spacing. You cannot, 
however, make use of proportional 
spacing and right justification at the 
same time. WordPerfect for the ST has 
the same limitation. 

The last formatting change I will 
mention is the ability to omit your foot¬ 
er (the identification line that appears 
at the bottom of the page) on the first 
page, where you might want to place the 
information at the top of the page. 


System Features 

The newest version of 1st Word Plus 
also offers some useful new system fea¬ 
tures. If you want to create a document 
that is larger than the memory of your 
ST, you can enable the new Spill File 
from the Edit menu. The program will 
then store the previously-created por¬ 
tion of the document directly on your 
hard disk, allowing you to continue typ¬ 
ing without having to create a new file. 

For those who are never content with 
the program designer’s choice of desk¬ 


top, version 3.14 offers the ability to 
rearrange the icons on the Word Plus 
startup screen. The font table, which 
displays the characters available from 
the printer; the function key icons; and 
the spacing icon can all be moved 
around in the window and assigned new 
default positions. 

If you use two floppy disk drives or 
one or two floppy disk drives and a hard 
disk, you can change the default drive to 
B, C, or any partition of a hard disk and 
then save all defaults. 

Another big improvement is the addi¬ 
tion of a “scrap memory,” which allows 
you to create a cumulative clipboard. 
When you save a block of text to scrap 
memory, it is added to whatever was 
previously saved. “Buffer memory” is 
the name now given to the area in which 
only one block of text can be saved at 
that time. 

The addition of scrap memory gives 
you almost total flexibility in rearrang¬ 
ing text within and between documents. 

The spelling checker in version 3.14 is 
considerably faster than that included 
with version 2.02, and you can browse 
and add words via Alternate key combi¬ 
nations. To keep you from inadvertently 
losing newly-added words by forgetting 
to save the supplemental dictionary, the 
software now displays a dialog box that 
reminds you to save them before quit¬ 
ting. 

To check the speed of the improved 
spelling checker, I saved a 103-page 
building inspection report to each of two 


I found it less expensive to retire my copy of 

WordPerfect than to face the prospect of investing in 60 hours of 
training for each new employee I hire. 
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The start-up screen—font table, function key icons, and the spacing 
icon—can be rearranged and assigned new default positions. 


disks, then spell checked one copy with 
the dictionary supplied with 1st Word 
Plus v.3.14 and the other with Thunder. 
The 1st Word Plus check took 17 sec¬ 
onds less than the Thunder check. 

1st Word Plus supports virtually ev¬ 
ery dot-matrix and impact printer you 
can name, but just in case you find your¬ 
self using one the programmers have 
overlooked, they have included a well- 
written chapter to help you customize 
the printer configuration. You don’t 
have to be a software superstar to ac¬ 
complish this, but I wouldn’t recom¬ 
mend it as first programming project. 

If you have an SLM804 Laser printer 
or other laser or inkjet printer, you will, 
unfortunately, have to purchase a sup¬ 
plemental driver disk for about $10, un¬ 
less you have a driver from an earlier 
version of the program. 

Graphics 

1st Word Plus can do on an ST al¬ 
most everything Word Perfect 5.0 can 
do on an MS/PC-DOS computer and 
something Word Perfect ST cannot do 
at all: 1st Word Plus allows you to im¬ 
port pictures into documents. You do 
not need a desktop publishing program 
to incorporate graphics into your text. 
That said, I must add, however, that 
neither WordPerfect nor 1st Word Plus 
is a substitute for a desktop publishing 
program. 

As useful as it is, the 1st Word Plus 
graphics feature has what may be con¬ 
sidered a fatal flaw by many ST users: it 
will not display graphics on a color mon¬ 
itor. Instead, to show you where the 
image will appear in your document, 1st 
Word Plus places a dotted red line 
around the border of the box into which 
the clip art will fit when printed. 

The good news is that, while the 
artwork cannot be displayed on the col¬ 


or monitor, it does print out on a proper¬ 
ly configured dot matrix or laser print¬ 
er. 

I had no trouble displaying clip art 
from Timeworks and Magnetic Images 
on a monochrome monitor. 

Again, because it is not a desktop 
publishing program, 1st Word Plus 
lacks the ability to crop, edit, and scale 
images; you must do all your artwork in 
another program and have it “camera- 
ready” before importing or taking a 
snapshot of it. 

Once the image is in the proper size 
and location on the page, you can type 
over it or manually fit text around it. 
You can also stack images over and ar¬ 
range them within other images to cre¬ 
ate interesting and appealing layouts. 

Another flaw that hinders the effec¬ 
tive use of graphics in 1st Word Plus 
documents is in the printer driver. 
When an image is printed on a 24-pin 
dot matrix printer, the imported picture 
is enlarged by approximately 30%. 
Thus, the picture must be reduced by 
about 50% before it is imported into the 
1st Word Plus document, if the picture 
is to be printed using an Epson or com¬ 
patible 24-pin LQ printer. 

Versions 2.02 and 3.14 of 1st Word 
Plus both offer a snapshot accessory, 
which allows you to select all or a por¬ 
tion of an image previously created with 
NeoChrome , Degas , Easy Draw , or a 
scanner. 

That snapshot is then saved with an 
.IMG file extender and is available to be 
installed in your document using 
Graphics Mode. 

The 1st Word Plus graphics import¬ 
ing and snapshot utilities have another 
serious flaw when printing a picture im¬ 
ported from any paint program or from 
any scanned image: the computer inter¬ 
prets the bit-mapped drawing using sev- 


Edit menu 

WP Mode On/Off 
Hyphenation On/Off 
Word Wrap On/Off 
Set Spill File (hard disk only) 
Layout menu 
Add Ruler 
Delete Ruler 
Read Ruler 
Footnote Format 
Spelling menu 

Load Dictionary 
Continuous Check 
End Spell Check 

Table 4. Functions available only from 
menus. 



Ft = Bold 

F2 = U nderlin e 
F3 = Italic 
F4 = Light 

P 5 — Superscript 
F6 Subscript 

F7 « Insert Mode On/Off 
F8 = Delete Line 
F9 = Indent 
F10 = Reformat 


Table 5. Function key assignments. 



The spelling checker in version 3.14 
is considerably faster than the 
checkers in earlier versions. 



Tab Spacing 


3 

4 111 

6 

8 m 


Tab Fill 


Spaces fiTTH 


Ruler Length Kt tsT») 

Line spacing |Q| 3 l»l 

Justify right nargin ivEsiini 
Proportional spacing 1 YES KM 

i rsuD 


The Add Ruler dialog box allows you 
to set line spacing, font size, ruler 
length, tab spacing, and justification. 
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The addition of scrap nenory gives you almost total 
flexibility in rearranging text within and between docunents, 

The spelling checker in version 3.14 is considerably faster 
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The Scrap and Buffer memories provide a great deal of flexibility in 
manipulating blocks of text within and between documents. 
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Included with 1st Word Plus 

is a program called First Mail, 




which permits mail-merge using the best method I ever tested. 





Rather than type cryptic numbers or codes where you want 





personalized information to appear in a boilerplate document, 

you 




use the tight type option 

(F4) to enter words such as firstname. 
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piaintiffname, defendentname, acddentdate, ate. 
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To chain segments of text together for printing, you use 

tight type to enter chaining (filename), You can 
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1st Mail uses Light type to indicate variable information within form 
letters. 


eral levels of gray. The resulting image 
is printed with less aesthetically pleas¬ 
ing results than can be realized from a 
desktop publishing program. 

To evaluate the graphics capability of 
1st Word Plus , I used clip art that was 
bundled with Timeworks Desktop Pub¬ 
lisher ST and several other clip art li¬ 
braries. I was not satisfied with the 
quality of the 1st Word Plus printout 
using my Panasonic KX-P1524 (24- 
pin) printer set for Epson LQ configura¬ 
tion. The same images were reproduced 
magnificently when printed using 
Desktop Publisher ST and the same 
printer. 

Editing 

Readers who have used other GEM- 
based word processing software on the 
ST will be pleasantly surprised at how 
easy it is to copy, delete, move, and save 
blocks of text with 1st Word Plus. The 
mouse and pulldown menus can, of 
course, be used by those who find them 
convenient. I, however, find it much 
faster to use the keyboard commands. 
In fact, I found that manipulating 
blocks of text was much easier with 
Word Plus than with WordPerfect , 
Word Writer ST , oj Haba Writer II. 

If you type documents that require 
foreign language fonts or use several 
printers as I do, you will be pleased to 
learn that with 1st Word Plus , you can 
select foreign characters and change 
from one printer to another with a click 
of the mouse button. To select a specific 
character from the font table, you sim¬ 
ply click on it and it appears under the 
cursor in your document. 

On a line above the font table, the 
name of the printer for which the sys¬ 
tem is currently configured and the 
name of the port that is feeding infor¬ 
mation to it are displayed. Click on the 


name of the printer and a dialog box 
appears, double click on the name of the 
printer you want to install and the new 
name and character set appear on the 
screen. To toggle between parallel and 
serial port, you have only to click on the 
name of the port currently in use. 

1st Mail 

Included with 1st Word Plus is a pro¬ 
gram called First Mail , which permits 
mail-merge using the best method I 


iw B iiia l 

The following information will 
be saved to disk as defaults; 

# Current page layout, 

# Current ruler line, 

# Path information for OPEN FILE, 

MAIN & SUPPLEMENTARY DICTIONARY 
and READ PICTURE Item Selectors, 

# Spill file? (Yes/No), 

# Spill file disk, 

# Screen layout, 

I 0* K l I Cancel [ 

The Save Defaults dialog box allows you to 
assign default settings to a variety of 
parameters. 

have ever tested. Rather than type cryp¬ 
tic numbers or codes where you want 
personalized information to appear in a 
boilerplate document, you use the Light 
type option (F4) to enter words such as 
firstname, middleinitial, lastname, 
streetaddress, city, state, zipcode, plain- 
tiffname, defendantname, accident- 
date, etc. 

To chain segments of text together 
for printing, you use Light type to enter 
“chainfile (filename).” You can use the 
same technique to include a file within a 
document. This feature is particularly 
useful for creating very long documents. 


It allows you, for example, to save a 
book manuscript a chapter at a time, 
then to print out the entire book as a 
single document, which can be many 
times larger than any document you 
could hold in the memory of your ST. 

The Bottom Line 

As stated in the opening paragraph, 
the most expensive part of any word 
processing system is the time it takes the 
operator to master the hardware and 
software. On that basis, I found it less 
expensive to retire my copy of Word¬ 
Perfect than to face the prospect of in¬ 
vesting in 60 hours of training for each 
new employee I hire. 

Based on a month of office use and 
more than 3000 pages of reports, I feel 
quite safe in saying that anyone can be 
trained to use version 3.14 of 1st Word 
Plus in about two hours and be fully 
productive by the end of the first week 
of use. People who were experienced 
with version 2.02 were fully productive 
by the end of one day of use. In fact, 
version 3.14 permits my staff and me to 
type 20% more work each day than we 
did with version 2.02. 

If you do not already have version 
1.06 of 1st Word or 1st Word Plus, ver¬ 
sion 3.14 can be yours for less than 
$100. Buy it; everyone who uses a com¬ 
puter needs a word processor, and this 
one will not disappoint you. 

If you own an early version of the 
program, you can upgrade version 1.06 
and above by sending the original disks, 
the pages of the manual (not the bind¬ 
er), and a check for $25 directly to Pros- 
pero Software. Don’t waste another mo¬ 
ment; do it now. 

1st Word Plus v.3.14 is probably the 
best-kept secret in the ST world and the 
best word processing value you will find 
on your dealer’s shelves. ■ 
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PROGRAMMING 


Formattr 


A program to salvage 
5V 4 " disks 


S top throwing away those only- 
slightly-defective floppy 

disks. Here is a handy program 
that locks out bad sectors, rendering old 
disks usable once more. 

Floppy disks go bad—unfortunately 
more often than I’d like. Saving the data 
from a flaky disk can be tricky—a mat¬ 
ter for sector editors, track formatters, 
and similar utilities—but what about 
the disk itself? Normally, once you have 
recovered (or abandoned hope of recov¬ 
ering) your data, you throw the disk 
away; no big deal at about 39 cents 
apiece. Still, the idea of tossing out a 
disk that is still 99% usable was odious 
to me—so odious that I spent a month 
writing Formattr, a program that hides 
bad sectors and lets you continue to use 
a disk after it has gone bad. 

How to Use Formattr 

Carefully type the program in Listing 
1 and save it on disk. Check your work 
carefully! Formattr contains (among 
other things) a certain amount of im¬ 
plicit machine code that must be repro¬ 
duced exactly if the program is to work 
as advertised and not lock up your ma¬ 
chine. It is also a good idea to clearly 
label and write-protect the disk on 
which you save Formattr (by placing a 



■ Any Atari 8-bit Computer Listing 1. 

■ Any Atari DOS 


J REM FORMATTR — A FLOPPY DISK SAVER 
b REM BV GRLGG HESLING 

10 ? ”FORMATTR BY GRLGG HESLING": ? :uiM DeN$( JL) ;FOR X=IbJ6 TO 1540 

:RLAD ¥:POKE X, Y:NEXT X:DATA 104,J2,83,228,96 

20 TRAP 20:? "DRIVE #"?;1NPUT X:1F X<± OR X>4 THEM 20 

JO ? 11 DENSITY ( S, E, D) Ir INPUT DEN$ : DENSITY—(DEN$—"D" ) Pi : IF DEN$<> 

"S" AND DEN$o"E" AND DEN$o"D" THEN JO 

40 POKE bb9,0:POKE 769,X:POKE 72b,(DENSITY®!)*128:POKE 726,(DENSIT 
Y—2):DIM SECTGR$(DENS1TY*128),VT0C$(128) 

bO VTOC$«CHR$(0):VTOC$(128)=CHR$(0):VTOC$(2)»VTOC$:SECTOR$(DENSITY 
*128)=CHR$(0):ADDRESS—ADR(SECTOR$):10^82:Z=8 

60 FOR SECTOR—4 TO 719:GOSUB 160:IF X THEN X-INT(SECTOR/8)Pi1:VTOC 

$(X,X)=CHR$(ASC(VTOC$(X))+Z);VTOC=VTOC+1 

70 Z—Z/2+127 . b* (Z—1) : NEXT SECTOR:IF DEN$o”E" THEN 110 

8u DIM VTOC2$(128):VTOC2$—CHR$(0):VTOC2$(128)—CHR$(0):VTOC2$(2 )—VT 

OC2$:VTOC2$(1,84)=VTOC$(17,100):Z=64 

90 FOR SECTOR=72i TO 1023:GOSUB 160:IF X THEN X-INT(SECTOR/8~b):VT 
OC2 $(X,X)—CHR$(ASC(VTOC2 $(X))+Z):VTOC2«VTOC2+l 
100 Z—Z/2+127.b*(Z=1):NEXT SECTOR 

110 VTOC$(1,1)—CHR$(2):X=707P303*(DEN$= 1, E»):Y=INT(X/256);VTOC$(2,2 
)—CHR$(X-Y*2b6):VTOC$(3,3)—CHR$(¥) 

120 X—VTOC-9-t-VTOC2:Y—INT(X/256):VTOC$(4,4)=CHR$(X-Y*256):VTOC$(5,5 
)=CHR$(Y):VTOC$(56,56)=CHR$(0):X^ASC(VTOC$(57)) 

130 VTOC$(57,57)—CHR$(X-128*(X>—128)):X-INT(VTOC2/256):ADDRESS=ADR 
(VTOC$) :S£CTOR=360:10=87:IF DEN$o"E" THEN 150 

140 GOSUB 160:VTOC2$(123,123)=CHR$(VTOC2-X*256):VTOC2$(124,124)=CH 
R$(X):ADDRESS—ADR(VTOC2 $):SECTOR^!024:10=87 

150 GOSUB 160:POKE 559,34:? CHR$(253);ERROR;" BAD SECTORS":? :? "I 
'M"?:END 

160 X—INT(ADDRESS/256);POKE 772,ADDRESS-X*256;POKE 773,X:X=INT(SEC 
TOR/256):PGKE 778,SECTOR-X*256:POKE 779,X 

170 POKE 770,10:X=USR(1536):X—1-SGN(PEEK(771)-1):IF X THEN RETURN 
180 ERROR=ERRORP1:? "SECTOR SECTOR;" BAD":IF SECTQR>3 AND SECTOR 
<360 OR SECTOR->368 AND SECTOR<1024 THEN RETURN 
190 POKE 559,34:? CHR$(253);"DISK NOT SALVAGEABLEi!":STOP 


write-protect tab or small strip of tape 
over the write-protect notch in the edge 
of the disk), since it will be in and 
around your machine while you are per¬ 
forming disk recoveries. 

When you find a disk that produces 
errors, start by going through your nor¬ 
mal data-recovery procedure. Once you 
have transferred your data to a safe 
location (or held a brief service in its 
memory), go to DOS 2.0, 2.5, or any 
compatible DOS and format the bad 
disk. 

If the format procedure runs correct¬ 
ly, it is more likely that your data was 
somehow corrupted (by static electric¬ 
ity, a rogue program, etc.) than that 
actual sectors have been damaged—the 
disk may thus be (cautiously) re-used. 
It is also possible that either your disk 
drive or the drive originally used to for¬ 
mat the disk is out of alignment, has 
dirty heads, or is suffering from some 
other type of minor, systematic failure. 
If you get read errors too often and find 
that disks consistently re-format with¬ 


out problems, have your drive checked. 

If, on the other hand, the format pro¬ 
cedure terminates with an error 173 or 
if DOS 2.5 tries to format your disk 
more than four times, go to Basic, and 
run Formattr. Remove the Formattr 
disk from the drive and replace it with 
the defective disk. Specify the drive and 
density (S = Single, E = Enhanced 
(1050), or D=Double) and then wait. 

The screen will go black (Antic is 
turned off to speed up processing) for 
five or six minutes, depending on the 
number of bad sectors encountered. 
When you see the READY prompt, re¬ 
turn to DOS and look at the directory of 
the recovered disk. 

A few sectors will be missing from the 
sector count (i.e., instead of saying 707 
FREE SECTORS the count may specify 
705), but everything else will work nor¬ 
mally. The disk can be re-used in any 
way you like, though prudence dictates 
that it should probably be retired to 
occasional or archival use. 

On occasion, Formattr will print 


By GREG HESLING 


DISK NOT SALVAGEABLE!! This means 
that the bad sector(s) occur in integral 
parts of the disk without which the disk 
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can’t be used. However, I have found 
that if you re-format the disk yet again, 
the bad part of the media may end up 
lying beneath another, less important 
sector, and the disk can be saved after 
all. 

Be careful! If you use Formattr on a 
good disk by accident (as I have) imme¬ 
diately copy all of your data to another 
disk. Formattr won’t destroy your data, 
but it marks all of it for deletion the next 
time you save a file. 

How Formattr Works 

When you format a disk under DOS 
2.0, the drive makes two passes across 
the disk. The first pass partitions the 
disk and zeroes all of its sectors, while 
the second pass ensures that each sector 
can be written to and read from. Then, 
DOS 2.0 sets up the VTOC or Volume 
Table of Contents, a single sector (sec¬ 
tor 360) that is employed to record 
which sectors are used and which are 
unused. When the disk is in use, VTOC 
bits set to 1 indicate unused sectors, 
while 0 bits represent used sectors. 

Most disk operating systems initial¬ 


ize the bits of the VTOC as part of the 
formatting process, creating a map of 
the disk that can be used to guide later 
disk operations. DOS 2.5 does not; if a 
sector fails during format, DOS 2.5 
simply quits, leaving the VTOC empty. 
When you try to use the disk, DOS 
generates a Disk Full error. 

As you might expect, Formattr works 
by manipulating the VTOC. It reads all 
of the sectors, setting the bits related to 
good sectors to 1 and the remaining bits 
to 0. When the disk is subsequently 
used, the bad sectors are interpreted as 
full and are just skipped over. 

Formattr reads sectors by POKEing a 
few values into the system disk Input/ 
Output Control Block (IOCB) and then 
making a machine language jump to 
CIO. The nine memory locations in¬ 
volved are: 

769: The disk drive number. Poke 1 
to 4 here to access that drive (sorry, no 
RAMdisks allowed). 

770: The disk command. To read a 
sector, POKE 82; to write, POKE 87. 

778,779: The sector number. POKE 
the low byte (SECTOR-INT(SEC- 


TOR/256)*256) in 778 and the high 
byte (INT(SECTOR/256)) in 779. 

772,773: The location (in low/high 
byte format) of the disk sector transfer 
buffer. In Formattr, this buffer is repre¬ 
sented by a string variable large enough 
to hold a sector (128 bytes for single 
density; 256 for double). The address of 
this string, determined by the ADR() 
function, is POKEd to this location. 

725,726: Officially labeled “spare 
bytes.” Through trial and error, I dis¬ 
covered that they control the size of the 
sector to read in. For single density, 
POKE 128 in 725 and 0 in 129. For dou¬ 
ble density, POKE 0 in 725 and 1 in 726. 

771: The status location. After a call 
is made to CIO, PEEK(771) returns a 1 if 
all went well. Otherwise, this location 
stores the number of the error that oc¬ 
curred. 

The actual call to CIO is made by 
issuing the following machine language 
commands: PLA, JSR $E453, RTS. The 
commands are themselves stored as 
DATA values, POKEd into locations 
1536-1540, and called with the USR() 
command. ■ 


How much is YOUR 
time worth? 



Turbo ST turns your 520/1040 ST into a speed 
demon. Check out Turbo ST at your local dealer 
or download our free demo from your favorite 
bulletin board. 

Upgrades to version 1.6 are only $5 with your 
original disk. For more information, call (407) 
657-4611, or write to SofTrek, P.O. Box 5257, 
Winter Park, FL 32793. 


| WAACEproudly presents^?. 

AtariFest ’89 


Desktop Publishing 
MIDI Music 

Business Applications 
Entertainment 
Graphics & Animation 
and MORE! 


Fairfax High School 
3500 Old Lee Highway 
Fairfax, Virgina 

Saturday, October 7th, 10:00 am to 5:00 pm 
Sunday, October 8th, 1:00 pm to 5:00 pm 

Admission is FREE7 

Seminars - Demo’s - Vendors - Latest Hardware & Software 
For more information, contact John Barnes at (301)-652-0667 
Vendor Inquiries contact Johnna Ogden at (703) 450-3992 
Hotel Accomodations at the Fairfax Quality Inn - AtariFest Special $49.50! 
(per room/double occupancy) For reservations CALL 1-(800)-223-1223 
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System: Atari 8-bit Computer 
Required equipment: Dot-matrix printer 
Copy protection: None 
Summary: A Must Buy utility for users of 
The Print Shop 
Price: $29.95 
Manufacturer: 

No Frills Software 
800 East 23rd St. 

Kearney, NE 68847 
(308)234-6250 


part of a sequence. 

Using the Graphic Cataloger, you 
can print out your Print Shop images— 
ten rows of seven per page. You can 
choose single sheet or continuous form 
paper. 

The Border Cataloger prints out your 
Print Shop borders—again, 70 to a 
page. The Font Cataloger prints out 
your fonts, each one occupying two lines 
across the page. 

All three catalogers offer the same 
options for printing that Picture Viewer 
offers for the screen display. 

The Transfer option allows you to 
transfer Print Shop icons from one disk 
to another. This is an ideal way to create 
theme disks of related images—holi¬ 
day/seasonal, food, sports, and so on— 
a great help in organizing your Print 
Shop icon library. 

The Delete/Undelete/Rename op¬ 
tion allows you to do those things to any 
Print Shop file. Renaming is useful 
when you find different images with the 
same name, and Delete comes in handy 
for removing duplicate images. Unde¬ 
lete lets you change your mind, and just 
in case you get to the end of a session 
and decide the whole thing has been a 
mistake, you get a chance to confirm 
that you really do want to make the 
changes before quitting. 

The Bookmark/Coupon/Cachet 
Maker lets you create rectangles in 16 
different sizes within which a font, a 
border, two icons, and any Atari nine- 
sector font can be printed. Here you can 
be creative even if you don’t have Print 
Shop. One caution: if you want to save a 
creation, you must save it prior to print¬ 
ing. 

The Label Maker allows you to in¬ 
clude Print Shop icons in labels. Four 
label sizes are provided, and the stan¬ 
dard internal character set or any nine- 
sector Atari font can be used. Justifica¬ 
tion, centering, and auto-numbering are 
all offered. 

Setup povides for the selection of Ep¬ 
son- or Prowriter-compatible printers 
and for the inclusion of codes to bring 
your “almost compatible” printer up to 
Utility Disk standards. A one- or two- 
drive system can also be specified. 

Another caveat: if your fonts, bor¬ 
ders, and icons are on a commercial 
Print Shop disk along with other things, 
you must transfer them to a separate 
disk of icons, fonts, or borders, or results 
cannot be guaranteed. 


The Print Shop User’s Utility Disk brings order 


to the chaotic world of icons, fonts, and borders 


Print Shop Utilities 


I t is all too obvious that software 
developers have not been rushing to 
market with a plethora of new prod¬ 
ucts for Atari 8-bit systems of late. I 
find it exciting, therefore, to welcome a 
genuine new product to the 8-bit soft¬ 
ware library. 

The Print Shop Users Utility Disk 
supports one of the most popular pro¬ 
grams ever developed for Atari comput¬ 
ers—or, in fact, for any computer: The 
Print Shop by Broderbund. 

Features 

Designed to be used in conjunction 
with The Print Shop , the Utility Disk 
offers nine useful features. 

The Picture Viewer, as the name im¬ 
plies, allows you to view any Print Shop 
icon. You can view all the icons on a 
disk, four at a time, in either the order in 
which they are stored on the disk or 
alphabetical order. You can also use the 
Pick command to choose an individual 
icon or the Start At command to view 


76 ATARI EXPLORER SEPTEMBER/OCTOBER 1989 


By DAVID NOYES 













Graphic Cataloger 


The Utility Disk has its own wildcard 
symbol, @, which, when used with a 
letter or group of letters, allows you to 
narrow your search criteria. I found this 
feature extremely useful. 

Using the Program 

To boot the Print Shop Utility Disk , 
you simply place it in your disk drive 


ATARI EXPLORER 
7 HILLTOP ROAD 
HEMDKAM, MJ 
0794S 


ATARI EXPLORER 
7 HILLTOP ROAD 
MEKDHAH, HJ 
8794S 


Sample labels. 

and turn on your 800/XL/XE. Al¬ 
though the program is not written in 
Basic, there is no need to hold down the 
Option key, because Basic is disabled 
automatically. Once booted, the pro¬ 
gram displays a green, white, and black 
screen listing nine menu selections. 

I suggest that you get Setup out of the 
way first. Then, having told the soft¬ 
ware all about your hardware, you will 
be ready to give your collection of Print 
Shop icons, fonts, and borders a work¬ 
out. 

Using the Utility Disk , you can cre¬ 
ate a nice, neat binder or file folder full 
of tidy, alphabetized miniature graph¬ 
ics, ready for future selection at your 
next creative whim. Or, you can be cre¬ 
ative and design your own labels, book¬ 
marks, cachets, and coupons. 




The more commercial, public domain, and shareware 

disks of icons, fonts, and borders you have, the more you will 
appreciate the Utility Disk. 



Font Cataloger. 


CABARET: 

DECO: 

ACOTrGHjrLMNcrasTivwxyznim’o*^-. 

mnmimnoi 

illiill 

ABCBErefflJKLMMCFORSTIIW^Zr#$mms%/Cim 

§6IS9:;<s>? 


Documentation 

The nine pages of documentation 
provided by No Frills Software are 
more than adequate to teach anyone 
how to use the program. I say this with 
utmost confidence, because, as is my 
habit, I booted and used the Print Shop 
Users Utility Disk before reading the 
documentation. Foolish? Maybe, but a 
good way to get a reading on the user- 
friendliness of the software. 

Menu navigation is extremely easy 
using the Spacebar and the Return key, 
and cursor control is of the traditional 
Control-arrow variety. 

Of course, you can use the Utility 
Disk on its own in conjunction with 
Print Shop icons, fonts, and borders, 
and with nine-sector Atari fonts, but 
you will not really appreciate its useful¬ 
ness unless you have The Print Shop. 

And the more commercial, public do¬ 
main, and shareware disks of Print 


Shop icons, fonts, and borders you have, 
the more you will appreciate the Utility 
Disk. If you don’t already have a good 
collection, you can find such disks at 
Atari retailers, by mail order, and in 
hundreds of user group libraries. 

The Print Shop Users Utility Disk is 


more than a Best Buy; it is a Must Buy 
for all users of the 8-bit Atari version of 
The Print Shop. Without it, you cannot 
possibly make the best use of Broder- 
bund’s fantastic program and the hun¬ 
dreds of thousands of icons, fonts, and 
borders that have been created for it. ■ 
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ATARI DEALER DIRECTORY 

The following is a list of dealers who carry Atari products. Please 
patronize them and mention Atari Explorer when you do. Dealers: List 
your store here. Call Barbara Edwards at (201) 543-6007 for details. 


PACIFIC NORTHWEST 


XbshH 


14100 N.E. 20th 
Ste. 105 

Bellevue, WA 98007 
(206) 643-9697 (206) 562-0128 (BBS) 
Full-service authorized dealer—Atari 
only. 

Cave Creek Computers 

8541 Greenwood Ave. 

Seattle, WA 98103 
(206) 783-0933 
(206) 783-5867 (BBS) 

Seattle’s largest Atari Business Center. 
Sales and service. Large selection of 
software and accessories. Desktop pub¬ 
lishing specialists. Laser prints and im¬ 
age scans. 

LB. Computers 

9244 SW Beaverton- 
Hillsdale Hwy. 

Beaverton, OR 97005 
(503) 297-8425 

Atari Business Computer Center. Full 
hardware & software selection for all 
Atari computers. Call for free price list. 


CALIFORNIA 


Mid-Cities Comp/Soft 

9406 Flower St. 

Bellflower, CA 90706 
(213) 867-0626/8994 
Full Atari ST specialty store with over 500 
titles in stock, including professional MIDI 
software. Also a wide range of 8-bit soft¬ 
ware and peripherals. 

CCMI 5 U7l:R*OlJ7l.l:T 

5945 Mission Gorge Rd. 

San Diego, CA 92120 
and 

344 East H St. 

Chula Vista, CA 92010 
(619) 585-8100 

Send for FREE! newsletter, the OUTLET. 
Always first on the West Coast with new 
ST products! Authorized Atari sales and 
service center. 



XW///A/# WYV 

swrsjlll WYV 

1839 East Chapman 

Orange, CA 92667 

(800) 443-8189 Order line 

(714) 639-8189 CA and inquiries 

Flardware: Full line ST/Mega authorized 

dealership. 

Software: Tremendous selection of ST 
software. We are America’s leading sup¬ 
plier of European software. Wholesale 
pricing available for qualified dealers. 
Guaranteed lowest prices, best service, 
widest selection. 

See our ad elsewhere in this issue. 




LOGICAL CHOICE 

FOR COMPUTING 


Logical Choice for Computing 

6116 Lankershim Blvd. 

N. Hollywood, CA 91606 
(800) 992-LCFC(toll-free); 

(818) 760-0738 (in CA) \ 

(818) 760-1018 (repairs) \ 

(818) 760-0943 (BBS) 

• Discount software & hardware • Laser 
printing services •Public domain softwar- 
e®Used hardware and soft¬ 
ware •Authorized Atari Service Center. 
“Your One Stop Atari Shop.’’ Open Mon- 
Sat 11-7. 

L1C COMPUTERS 

2431 North Tustin Ave. 

Santa Ana, CA 92705 
(714) 667-1575 

The complete Atari computer store. Au¬ 
thorized Atari ST and Mega computer 
sales and service. Southern California’s 
largest and oldest Atari software and pe¬ 
ripheral dealer. Open Mon-Fri 10-6, Sat 
10-5. 


SOUTHWEST 


The Floppy Wizard 

217 Memorial City Mall 
Houston, TX 77024 
(713) 461-8660 

Full-line authorized Atari dealer and re¬ 
pair station. In business since April 1983. 
Atari is our number one selling line in the 
store. 


Computers to Grow 

7046 Bissonnet 
Houston, TX 77074 
(713) 777-1673 

Authorized Atari sales and service. Open 
1-9 Mon-Fri, 1-6 on Sat, and 10-6 on Sun. 
Now in our fourth year of saving you up to 
60% over inflated mall prices. 

Computer Discoveries 

12801 Midway Rd., Ste. 109 
Dallas, TX 75244 
(214) 484-9104 

The premier Atari dealer for all of Texas. 
We specialize in the ST computer line 
and are now the ST headquarters for MIDI 
musicians. We also carry 8-bit hardware 
and software. Major credit cards accept¬ 
ed. 

Info 1 Computers 

N.W. 50th & Portland 
Oklahoma City, OK 73112 
(405) 942-7768 

Authorized Atari ST and Mega Computer 
Sales and Service Center. We carry the 
full line of Atari hardware, software, and 
peripherals for the ST and Atari 8-bit line. 
Over 500 titles of domestic and imported 
software for the ST! We also carry Pana¬ 
sonic printers including the Laser Partner. 
Open weekdays 10-6, Sat 10-5. 


ITT" 


yiputpr 


Works! 


4337 W. Bethany Home Rd. 

Phoenix, AZ 85301 
(602) 246-6364 

Authorized Mega ST Business Computer 
Center. Sales-Service-Support. Large 
software selection. Low prices and quali¬ 
ty service. Largest Atari dealer in Arizo¬ 
na. 

Wedgwood Rental 

5316 Woodway Dr. 

Ft. Worth, TX 76133 

(800) 433-2938 

In TX (817) 292-7353 

Software Rental: Atari, ST, IBM, C-64, 

Apple. Call for free list. Thousands of 

titles. Major credit cards accepted. 


MIDWEST 


B and G Electronics Inc. 

15729 Madison Ave. 

Lakewood (Cleveland), OH 44107 
(216) 228-PEEK (7335) (24-hr.BBS) 

(216) 521-2855 

Authorized Atari Business Computer 
Center. Full line of 8-bit and Mega ST 
software and hardware. Open Mon/Wed/ 
Fri 10-6, Tues/Thurs 10-7, Sat 10-5. Ma¬ 
jor credit cards. 
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Software Plus 

731 West Dundee Rd. 

Wheeling, IL 60090 
(312) 520-1717 
and 

2001 West Irving Park Rd. 

Hanover Park, IL 60103 
(312) 837-6900 
and 

6212 N. Western Ave. 

Chicago, IL 60659 
(312) 338-6100 

1040, 520ST specialist. Authorized sales 
and service. 



DigitalWorld Co. Inc. 

711 Army Trail Road 
Addison, IL 60101 
(312) 543-9000 


Oigitallllarld 


DigitalWorld has been a full-service au¬ 
thorized Atari dealer since 1981. We pro¬ 
vide a total sales, education, and repair 
(in store) service environment for the 
Atari customer. Atari Mega ST dealer. 


United Computer, Inc. 

41818 Ford Rd. 

Canton, Ml 48187 
(313) 981-1150 
(313) 981-1680 (BBS) 

We handle the full line of Atari hardware, 
software, and accessories. Authorized 
Atari and Panasonic repair center. 


Mars Merchandising 

1041 BE. Saint Charles Rd. 


Lombard, IL 60148 
(312) 627-7462 
(312) MARS-INC 


and 

Rockford, IL 
(815) 633-8300 


Blast off with our ST European imports. 
Manufacturer of 3rd drive and monitor 
extension cables. Astronomic 8-bit, 
2600, and 7800 selection. Fabulous 
2000+ 8-bit PD library. ST PD music 
library of over 4000 titles. Visit our new 
store and try before you buy. Music de¬ 
mos, classes and repairs. 


Far Computers 

2134 Warrior Rd. 

Birmingham, AL 35208 
(205) 785-4192 

Alabama’s only authorized Atari Sales 
and Service Center. Full line of 8-bit, ST, 
Megas, and laser printers. Software and 
accessories. Credit cards accepted. 
Mon-Fri 8:30-4, Sat 9-12. 


Home Computers Co. 

1055 Taylor Ave. 

Towson (Baltimore), MD 21204 
(301)337-2733 

SALES AND SERVICE 
Atari 520 and 1040 ST systems® 130XE 
computers®Full line of disk drives, print¬ 
ers, etc.®Huge software library • Major 
credit cards. 


Applied Computer Associates 

Gaithersburg, MD 
(301)948-0256 
and 

Chantilly, VA 
(703) 631-5377 

Atari ST sales and service. Major credit 
cards accepted. 




McDonald’s Computer 
Center 

4921 E. Colonial Dr. 

Orlando, FL 32803 
(305) 894-2270 
Central Florida’s No. 1 
Computer Center. Authorized Atari Ser¬ 
vice. Complete line of software and ac¬ 
cessories for Mega ST, 1040/520ST, and 
8-bit. 



Atari Business 


The Home Computer Store 

12008 Bustleton Ave. 

Philadelphia, PA 19116 
(215) 934-6999 

Authorized Atari repair dealer. Full line of 
software and hardware for the 8-bit and 
ST. Visa, MasterCard, and American Ex¬ 
press accepted. Open Mon-Fri 12:30-9, 
Sat 10-6. 


Fairborn Home Computer 

2602 Col. Glenn Hwy. 

Fairborn, OH 45324 

Sales-(513) 429-3116 

Service-(513) 429-8897 

Full sales and service for Atari, Atari ST, 

and Mega systems. 

MIDATLANTIC STATES 
and SOUTHEAST 

Elden Computers 

1 Ramu Rd. at Toporock 
Box 3201 

Charleston, WV 25332 
(304) 344-2335 

Near C&P Telephone off MacCorkle. 





Dallee Electronics 

4246 Oregon Pike 
Brownstown, PA 17508-0280 
(717) 627-0202 

• Atari Business Computer Center •Fac¬ 
tory Authorized Sales & Service®Atari 
Mega & ST Computers—in stock!•Point- 
of-sale Software®Entertainment Soft¬ 
ware 25% Off List®Call for Quotes— 
Software Listing $5.00 


CompuVision Computer Centers, Inc. 

Route 3, Old Mill Rd. 

Northway Shopping Center 
Millersville, MD 21108 
(301)987-0998 

Full-service authorized Atari dealer spe¬ 
cializing in the ST. Over 1000 software 
titles in stock. 


NEW ENGLAND 



28 E. Washington St. 

N. Attleboro, MA 02760 
(508) 699-0430 

Large selection of Atari ST software. 
Atari 520ST and 1040ST systems. Soft¬ 
ware always discounted. Layaways avail¬ 
able. Major credit cards accepted. 


On Line Computer 

280 Main St. 

(across from Atlantic Plaza) 

North Reading, MA 01864 

(508) 664-1110 

and 

450 South Broadway 
(Newman PI. next to Newman Ford) 
Salem, NH 03079 
(603) 894-6314 

Authorized Atari Sales & Service. Soft¬ 
ware & accessories for the 8-bit and ST. 
We carry Atari desktop publishing sys¬ 
tems. Major credit cards accepted. 


Computer 
Cache 

273 Willard St. 

Quincy, MA 02169 
(617) 472-1502 

Full line of Atari ST hardware and soft¬ 
ware. We also carry all other peripherals. 
20% off software with this ad. 



The Computer Bug 

113 Russell St. 

Hadley, MA 01035 
(413) 584-7722 
(413) 586-1430 (BBS) 

The Atari ST experts of Western Mass. 
Sales, service, and support. We offer so¬ 
lutions ... not problems. Authorized on 
the complete Atari ST line. 


Syntronics Computer Centers 

466 Commonwealth Ave. 

Boston, MA 02215 
(617) 266-5039 
(617) 266-5076 (BBS) 

Atari computers/software/supplies. Low 
prices/Factory Authorized Service. Mas¬ 
terCard and Visa welcomed. 

Continued on page 80. 
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HANDS ON COMPUTERS 


Sales & Service 
Specialist for 
ATARI & 
COMMODORE 
COMPUTERS 



A 


Software for ALL MAJOR 
COMPUTERS Supported ATARI’ 

Soft Ware Haus 

49 Beagle St. 

Quincy, MA 02170 
(617)770-3899 

Full service Atari center since 1983. 
Atari 8-bit and ST hardware and software, 
accessories, and peripherals. Layaways 
available. Major credit cards accepted. 
25% off list on software if you mention 
this ad. 


Computers :tc. 



Computers Etc. 

425 Kings Highway East (Route 1) 

(1/2 mi. east of 1-95, exit 24) 

Fairfield, CT 06430 
(203) 336-3100 

Largest Atari ST dealer in the state of 
Connecticut. Voted one of "The Best of 
Fairfield County’’ in the Fairfield County 
Advocate’s annual reader poll. All ST 
software at least 20% off all the time. 

METROPOLITAN 
NEW YORK 

Software Station 

129 Rockaway Townsquare Mall 
Rockaway, NJ 07866 
(201)328-8338 
and 

7 Headquarters Plaza Mall 
Morristown, NJ 07960 
(201)455-7858 
and 

Princeton Forrestal Village 
Princeton, NJ 08540 
(609) 520-1212 

Atari lovers, Atari owners, Atari software, 
Atari hardware. We go together at Soft¬ 
ware Station. The Atari lover’s store. 8- 
bit and ST. 25 % off software with this ad. 


Park Avenue Video Center 

260 Park Ave. S. (21st St.) 

New York, NY 10010 
(212) 505-0930 
and 

Video Home Center 

336 Rte. 9 North 
Manalapan, NJ 07726 
(201)431-7636 

Atari 520, 1040, and Mega authorized 
sales and service. Full line of printers and 
other peripherals. Your one-stop Atari 
shop. Best price, best service. 


nh 


Island Software 
and Computer Service 

35 Middle Country Road 
Coram, NY 11727 
(516) 736-1001 
Authorized Atari Business Computer 
Center featuring the Mega line. We are 
the oldest authorized Atari dealer and 
service center on Long Island. Over 500 
software titles in stock. Full line of acces¬ 
sories and peripherals. 

The Music Place 

Rte. 73 and Jackson Rd. 

Berlin, NJ 08009 
(609) 768-2226 

Authorized Atari dealer for 1040 and 
Mega computers and peripherals. Spe¬ 
cializing in music/MIDI software. Major 
credit cards accepted. Mon-Fri 12-9, Sat 
10-5. 
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Use the COPY function as a quick way 
to get a screen full of data or text into a 
disk file from DOS without a word pro¬ 
cessor. Select C from the DOS menu, 
and when the FROM, TO prompt ap¬ 
pears, type E:,D:filename.ext. After 
you hit Return, you will be in the editor 

(E:). 

Now type the desired information. 
You can use all of the normal editing 
functions (including screen clear) and 
insert carriage returns where required. 
When finished, press Control-3. This 
inserts an end of file (EOF) marker and 
causes the screen to be saved under the 
filename you specified. Only what is on 
the screen will be saved to disk; any lines 
that have scrolled off are lost. 

This same technique can be used to 
copy a screen to a printer (P:) or a mo¬ 
dem (R:), provided the proper handlers 
have been previously installed. 

By John Nagy; reprinted from Mid 
Michigan Atari Magazine. ■ 
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IOd! I want to join the Atarian Club. Please rush my T-shirt, 
patch, and membership card, and enter my subscription to Atarian 
magazine. 

Name ... _ 


Only $15 for Atari Owi 


City_State_Zip _ 

□ Enclosed please find my check or money order for $15. 

□ My T-shirt size is (circle one): S M L XL - 

□ My game system is (circle one): 2600 7800 XE A! 

My favorite games: 1___ 


Join the only club that’s just for Atari owners. Your membership 
in the Atarian Club entitles you to an Atari T-shirt, custom-designed 
sew-on patch, and a Club membership card. 

In addition, you will receive a one-year (6 issues) subscription to 
Atarian magazine, the only video games magazine devoted entire¬ 
ly to Atari games. Each issue of Atarian is packed with game 
reviews, playing strategies, previews of coming attractions, inter¬ 
views with game designers, and much more. 

Atarian Club members also qualify for special discounts on Atari 
merchandise. 


Send to ATARIAN CLUB, 7 Hilltop Road, Mendham, NJ 07945 














Suggested Retail 


Actual 

Size 


The SupraModem 2400 is very easy to use. It 
features autoanswer and autodial (tone and pulse) 
for performing phone tasks, and it has a program¬ 
mable-volume speaker for monitoring call progress. 
Storing phone numbers and user configurations is 
also simple because of the modem’s programmable 
nonvolatile memory. 

These features and others are explained thoroughly 
in the comprehensive SupraModem 2400 
Operator’s Manual. Once you understand the 
basics, the modem’s quick-reference card makes 
finding command descriptions and other modem 
information quick and simple. 

And to make it even easier to begin telecomputing, 
the SupraModem 2400 comes with introductory 
packages for several popular on-line services. 


The SupraModem 2400 is 100% compatible with 
industry-standard, intelligent “AT” commands and 
all commonly used protocols (including Bell 103/ 

212A, CCITT V. 22, and CCITT v.22bis). Since the 
SupraModem operates asynchronously at 300 , 

600 , 1200 , and 2400 baud, you can communicate 
at whatever rate you need to. All these features let 
you use the SupraModem 2400 to connect with 
most modems being used today. 


In addition to its low price, the SupraModem 2400 
will save you money by letting you communicate at 
2400 baud, thus decreasing your on-line time. The 
SupraModem 2400 incorporates the advanced Intel 
89024MS chip set. This design utilizes fewer parts, 
assuring operation long after the one-year warranty 
period. 


Packages available for Atari ST and XL/XE 
computers! The SupraModem 2400ST combines 
the SupraModem 2400 with Omega Terminal™ 
software and an RS-232 cable for connecting the 
modem to your ST. The SupraModem 2400A T 
includes Express!™ software and an RS-232 cable. 
Both are just $219.95 retail. 


: Supra Corporation 


1133 Commercial Way / Albany, OR 97321 U.S.A. 
Phone: (503)967-9075 / Fax: (503)926-9370 


Available at your local dealer or call 

( 800 ) 727-8772 

Orders Only 


SupraModem 2400™ is a trademark of Supra Corporation. / Atari™ is a trademark of Atari Corp. 
Omega Terminal™ is a trademark of Supra Corporation. / Express™ is a trademark of Keith Ledbetter. 










